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INTRODUCTION 


Gor WOT heures OT the TIE § edition 
cf the DUNGEONS & DRaAcoNg® 
game’ Ready to do battle wih 
the minions of Hell? Welcome to 
haeio df your ticket 
Tk) adventure, 

Qur story is basect on the best- 
selina DIABLO Il computer game. 
The archhend Diablo is again 
trying to take over your home 
land, AKhanduras—and he's got 
world-class help this time. As a 
player, you can try te put an end 
to his PlOtling or, as DM, see if your players are up to 
the cask! 

This book gives guidelines for creating and equip- 
ping the Diageo Il characters, from lithe amazons 


Orablerrea, 





with hunter's baws ta enign atic 
necromancers armed with dev 
astating seythes (and enough 
mansters and treasures to start 
adventuring mow. 

You'll also find a few new 
twists On some traditional char- 
acter classes: the DiAeio Il bar- 
barian and paladin aren't exactly 
what you remember frarn the 
D&D Player’ Mondixsar—and 
the sorceress class ism’l just a 
fernale version of the sorcerer, 
specially for the DED version of 
ty well into any 


These are new, built 
DiaeLo [l—though theyll also fit pret 
DED campaign setting 


WHAT'S THE ST@RY? 


While the DIABLO setting contains a conunent of fans 
tasy kingdoms, barbarians and rogues, sorcerers and 
necramancers, and enchanted creatures both wonder- 
ful and terrible, the heart of the story is the secret nse 
af Hell's princes in the Mortal Realm. IP they can take 
control here, theyll get the upper hand against the 
forces of Light and Order. Already Tear strongholds 
long secure against them have fallen, and areas once 
sacred to the Light have been corrupted. 

Areas thar have talleccunder demonic inluence must 
be freed! The Dungeon Master can use this hook to set 
Lap} general achyernecleres ot exprle reali Ar wl che rr erac- 
wation. The companion volume, Ja Fel! ened Back, 
presents adveriture and world details based directly on 
the computer game. 


Demons and the Prime Evils 

Since | ime hegan, the forces of Cirder and Chaos have 
Fought to decide the fate of Creation. Now, after cen- 
turies of battles and defeats, the demon princes think 
the Mortal Realm is the key te victory, 

Hewever, bo wage all-out war on humanity would 
dangerously weaken Hell's forces and would probably 
lead ta direct intervention by divine forces. Thus, the 
demert princes Baal, Mephiste, and Diablo—a trio 
known as the Prime Evils -hatched a devious plot. 
They had themselves cast onto the Prime Plane as if 
exiled frorn the Infernal remons a5 the result of a 
demonic sawer strugele, and quietly began a long and 
wubtle campaign of corruption. 


Baal tricked Tal-Rasha, a supremely powerful wiz- 
ard, inte imprisening him in the wizard’s own body for 
many Years. In time, Baal utterly corrupted the watered 
and gained access to the magic lore of che Ooraelren, 
humanity's greatest sorcerous cabal. 

Miephiste has been imprisoned for many years in a soul 
stane uncer the main temple of the Zakarum faith in the 
capital of the Eastern Empire, the-city of Kurast. Qver 
time, Mephisto has gained control at the stone. and cer- 
rupted the priesthood, meluding Que-Hegan Sankekur, 
the highest mortal authority of the Zakarurn facth. 

Diablo caused a war between the two nations of 
Khanduras and Westmarch, resulting in the first 
DIABLO story (see Woe of the Hero below. 


Woe of the Hero: The Diablo Story 

Diablo wek control of the small western kingdom of 
Khanduras, working deep WW arcnerul catacombs 
beneath the town of Tristram. He snared good King 
Leone and many other persons of power. At last, a 
lone hera plumbed the hellish wept of the inhyrinth 
and confronted Aim. 

Knowing that the demon ag sapirit could nat be 
destroyed, the hero made a noble sacrifice—casting 
his soul and sanity aside, he tack the spirit of Diablo 
inte humnsel®, hoping that his own streneth of will could 
contain the demon, Unknown co all. this selfless act 
not only ensured Diablo's victory, but also darmned the 
unnamed here's soul. With his tragic failure, the stery 
bepins anew... 


Using This Book 

This book has two poals. The first is to let 
players create their own amazon, barhar- 
ian, necromancer, paladin, and sorceress 
characters, then provide them with 
equipment, spells, special abilities 
and a desire for fame 
and fortune! 

The secomd gral 
4 to give the 
Dungeon Master 
enough informa- « 
tian to start the x 
characters on the 
path fram fresh-faced 
obscurity to the pinnacles of power, “wy 
wealth, and glory Look for the 
fuperadventure fo ell aad Back 
tor a major epic adventure and 
ever more campaign cletails. 
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If a player can't find every- 
thar she needs to create 
the character she wants. 
chances are the informa= 
zion she's lacking is in 
-he DED Players 
Mfendbonk. Some- 
ane in the gaming 
eroup should have a 





copy—cthe Dun- , 
ceon Master, i 


at the very 
le ast. REE 
That i ie : 
bok | 
defines 
alot ofthe words and rule concepts we assume you know 
here—conasider it highly useful, but you can't alsalatehy 
heave: to have it as long as someone: im your group ches. 
lPthe DM needs more information on clrmmatle, terrain, 
lighting. smoke, and so on, it’s almost cer taunly mone of 
three places: the DE-D OuNceonw MasTeRs Guide, the 
‘Monster Monel, or Of4sto Mf: To Hell and Back, the 
companian ta this volume 


What About All That Other Stuff? 
‘You may notice the equipment section has no listing 
for food. Is that a problern? After all, che ame 
designers at Blizzard Entertainment wisely realized 
that part of the great pastime of escapism is not worry- 
ing about such commonplace trifles as eating, drinking, 
and paying bills, 

The beauty of the Diasie Il setung is that it does 
nok focus as much on investigation and interaction as 


it does on good old-fashianed door-bashing, skull- 
cracking, heard-looung action. But hey, you paid far 
it, it's your game now, so if you want to add more ley- 
els of complexity, they're out there for you, in those 
other books. 

The point were trying to make is that you dont need 
them ta enjoy the flavor of the DIABLO TI settung. If 
you've purchased this book, youre probably more inter- 
ested in kicking demon butt than keeping track of your 
rabons, anyway. Right? 


EN®@UGH TALE! 
What youre still reading the introductian? Get out 


Your dice, turn Lhe pase, and start carving your path ta 
alory in the world of DIABLO II! 


CHAPTER I: CHARACTER CLASSES 


The next several pages detail 
each DIABLO |] character class. 
Players unfamular with DUNGEONS 
& DRAGONS class descriptions 
should reter ta the Piapers Hand- 
hoak for infarrnation. 
Important WNote: 

choosing a magic abilry, you can 
take one from a lower group, For 
example, you can take a Graup | 
ability instead ofa Group 2 ability if 
“you Want, 


When 


AMAZGN 


This powerful woman warrior belongs to ane of the 
nomadic: bands that roan the plains near the South Sea, 
Their wandering often brings the bands into conflict with 
ether peoples, so the amazon is accustomed to fighting in 


order to defend her own. This lifestyle has made her 


fercely independent and able to weather severe hardslup 
and travel. While her skill woth the bow rivals the rogue'’s 
the amazon is also adept in the use of spears and ather 
throwing weapons, as well as in melee combat. The 
amazon is ruach sought after as a merce- 
nary, In which service she is loyal as long 
as her own ends are alsa served. 
Adventures: An amazon 
adventuring a3 a series of skirmishes 
wath the forces of evil—-something to 
prepare her for her part in the final bat- 
lle to come. The minions of darkness 
she vanquishes To, the amazon rea- 
sons, réduce the number she must 
eventually face—and coincidentally 
allow her te improve her cornbat skills. 
Characteristics: The arnazon excels 
at ranged combat. The spear, javelin, 
and of course, bow and arrows are her 
favorite weapons, and the magical 
effects she can produce with them far 
surpasses what other classes can do 
with the same weaporis. She fares less 
well in melee cornbat than a barbarian 
ora paladin, and os less adept with magic 
than a necramancer or sorceress. 
Background: Amazons see the 
destruction of the Prime Evils as their des- 
tiny in the world—part of a step toward 
a new era of preatness for mortals. 


VIEWS 


Multiclass Charac- 





Their oracles lori ago predicted 
the events of these times, and the 
amazons have been preparing tor 
Wears to battle the evils that mow 
plague the land. Though their true 
angins lie im the Islands of the 
Three Sisters in the Twin Seas, 
they have ventured into the world 
to do their part. 


ve cha 


Game Rule Information 
Ama On hare: the follow iwi 
game statistics. 

Abilities: Dexterity i6 vital to 
the amazon’s cormbat shills, sirnce it modifies her chance 
to strike with a ranged weapon. Wisdam allaws the 
amazen to be the eyes and ears of any adventuring 
party. Charisma enhances her special class magical abil 
ides, and Intelligence grves her a good selecton of skills 


Hit Die: did 
Class Skills 


The amazon’s class shille {and the key ability for each 
skill) are Craft, Craft (bowyer) {Int}, Craft (fletcher) 
(Inch, Disable Device (Int), Heal (Wis), Knowledge 





religian) (Int), Listen (Vis), Move Silently (Dex), 
Search (Inti, Spot (Wis), and Wilderness Lore (Wis). 


Skill Points at lst Level: (2 4+ Int modifier) x4. 
Skill Points at Each Additional Level: 2 + Int 


moditier, 


Class Features 

The follewwing are all class features of the amazon. The 
amazon acquires them at specific times during her 
career, as shown on the Amazon table. 

Weapon and Armor Proficiency: Amazons are 
skilled with all weapons and armor, including shrelds. 
Note: Each armor skill has a minimum Strength score. 
If your character doesn't meet this scare, don't write 
the skill down yet—her Strength needs te improve 
hetore she can use armor of that bype- 


Amazon Starting Package 

Armor: Leather +2 AC, armor check penalty 0, speed 
40 ft., weaght 15 lh. 

Weapons: Shorthow (ld6, crit x3, range GO ft, 2 |b, 
Medium-size, Piercing), javelin (ld6, crt x2, range 30 
tt., 2 ib., Medium-size, Piercing). 


Table I-1: 

Attack Fort. Ref. 

Lewel Banus Save. Save 
| +l +2 +0 

? 2 ta HO) 
a +4 | +1 
4 +4 id 7 
a +5 +44 4| 
é +6/+1 +5 +2 
t +T/=2 +5 +3 
8 8/43 +6 49 
) +0 44 +6 +3 
10 +1045 ti a) 
lI +1bF+c'+ | +7 43 
iZ +lesei +2 =8 +4 
a rae +8. +4 
4 placa 4+4 +4 +4 
15 i1S¥ ety +S +4 +5 
1G ct eee | i) 5 
[F +f leit ii+e +10 +5 
1& +lAi+laf+aie3 +ll +6 
Io + 1594144544 +11 +6 
20 +30) +15 /410/4+5 +12 +6 
Zl rb Gy Dea el Plz 4+T 
27 er eee ees lS tT 
33 2S LE La e438 13 +i 
fd Sr Pe ore eee | +14 +8 
#5 =25/420/+15!+ 10/45 +14 +8 


Quick Skills: Choose 4 number of skills equal to 7 + 
Int modifier: 


Armor 
Skill Ranks Ability Penalty 
Craft (bowrnaking) 4 Int. oe 
Disable Device | Dex — 
real 4 Wiis — 
Knowledge (religion) 4 Int — 
Listen 4 VWVis — 
Mowe Silenthy 4 Dex 0 
Search 4 Int oo 
Spat 4 Wiis — 
Wilderness Lore 4 Wis — 


Feat: Point Blank Sher. 

Magic Ability: Fire Arrow. 

Gear: Backpack with waterskin, one days rations, 
blariket, bedroll, flint & steel, | Nghe feeling potion, 2 
quivers of 20 arrows each. 


Gold: 10 gp. 


Amazon Abilities 
Amazons have a deep understanding of certain mysti- 
cal processes, such as those that enchant nanmagical - 


arrows, javelins, and other missiles. Because the world 


Amazon 

Will Ability Magic 

Save Feats Increase Ability 
=0 Ist == Greup | 
#0 -—— — Craup | 
| 2nd — Group i 
rl - lst 
rl Croup 2 
+2 Ard = Craup 2 
i me ace edie 
+2 = 2rud — 
+3 4th —- Grove 3 
id _ Grau 3 
tS ~ — Cran 2 
+4 oth 3rd 
+4 - — Group 4 
+4 _ =_ Group 4 
+5 eth -—- Group 4 
+5 — 4th — 
+5 “ Group 5 
+h Tth Croup 4 
+h fied —_ Group 5 
=f _ 5th —_— ° 
+F 8th — (Group 
+f — _ Group 
+7 — —_ Group 
+8 Oth Gch a 
+8 _— —_— _ 


of Khanduras is nchin magic, the amazon tribes make it 
@ Pont to train their members to harness it. 

A Ist-level amazon starts to learn this knowledge, 
taking ene ability from the Group | Ability list below. 
Another is gained at 2nd lewel, and one at 3rd. 

At 3th through 7th level, the amazon can choose ahil- 
mes fram the Group 2 list. At 9th through IIth level, 
Group 3 abilities can be taken. Group 4 abilities can be 
taken at 13th through | 4th, Group 4 abilities at [7th 
through 19th, and Group 4 abilines at 2lst through 23rd 
lewel. (These choices are listed on the Amazon table.) 
Sore of these choices have prerequisites, abilities that 
must be taken first. 

Note: Abilities marked with an asterisk (*) are spe- 
cial, After using the ability, the arnazon must make a 
Charisma check (DC? 15 + ability-group number). Fal- 
ure rears the abiliby cannot be used for the rest of the 
day. “lane potiens-can restore an ability, counting its 
group number as its spell level, A restored ability can be 
used freely until the amazon fails another check while 
LISINg It 


Grour | ABILITIES 

Critical Strike: You gain the feat Improved Critical. 
lanore the prerequisites of the feat--you need mot 
have then. 


Fire Arrow: You can lake a full-round action to 
enchant and shoot normal arrows as fire arrows. A, hut 
deals normal arrow damage plus Idé points of nonmag- 
ical fire darmage. You can turn ane normal arrow inte a 
fire arrow for each ranged attack your level allows. 
Arrows used in this way cant be recovered, 


Inner Sight: You gaina 12 circumstance bonus to Spot 
checks against crealures im darkened areas. ‘You also 
have a +2 circumstance bonus to your attacks against 
such creatures if you are within 30 feet ef them. You 
can't be caught Hat-footed or sneak altacked by crea- 
tures you spot using this ability. You don't take any 
penalties for darkness that would be negated by low- 
lage wasicari. 


dab: If you are using a prercing weapon (type Poon the 
Weapon table], you can take a full-round action to 
make your primary melee attack and two more melee 
altacks, yeu cde nest. apply allack or damage bonuses for 
Strength. Each attack's chance to hit suffers a cumula- 
uve —2 penalty, and all damage rolls have a —| penalty 
(minimum damage | per attack). 


a * 
Magic Arrow ; ‘You can take a foll-mound action to 
create and fire magic arrows. These arrows always hit, 
and have a | enhancement bonus ta damage. You can 


turn one nenmagical arrow inte 4 magie arrow for each 
ranged attack your level allows. The magne arrows cis- 
appear after they hit. 


Group 2 ABILITIES 

Cold Arrow’: You can take a full-round action to 
enchant and fire normal arrows as cold arrows. A but 
deals normal arrow damage plus [dé pomts ef cold 
damage. A target subject ta cold effects must make a 
Fortitude save or be slowed for ld 3 rounds (see Chapter 
3). You can turn one nonmagic arrew inte a cold arrew 
for each ranged attack your level allows. Arrows used in 
Unis way can't be recovered, 


Dodge Attacks: ‘You can take a full-round action ta 
became more difficult to hit in melee. IF you do not 
attack or move rnorée than 5 feet in your turn, you gain 
a 14 dodge bonus to your AC against melee attacks. 
Also, of you make a successtul Reflex save against an 
attack that allows a Reflex save fer half damage, you 
take no damage instead. 


Multiple Shot’: You can take a full-round action ta 
enchant and fire normal arrows as multiple-armows. 
The arrow splits into three arrows in flight, allowing 
three attack rolls against different foes. ‘You can atlack 
each foe only once this round, and each arrew's chance 
to hit sutters a curnulative -2 attack penalty. ‘You can 
Turn one nenmagic arrow mto a muluple-shot arrow for 
each ranged attack your level allows. Arrows used in 
this way can't be recovered, Prerequisite: Magic Arrow. 


Poison Javelin’; ‘You can take a full-round action ta 
enchant and hurl a normal javelin as a porson avert, 
The javelin streaks coward its target, leaving a trail of 
green vapor. [it hits, the javelin deals half damage and 
the target creature may be poisoned, [he target must 
make a Fortitude save (OC. 14 + one-third your level + 
your Charisma bonus) or suffer initial damage of | pout 
of temporary Constitution, and secondary damage of 
Id2 points ef termporary Constutubion. 

Breathing creatures within 5 feet of the path of the 
javelin are exposed to its gas trail. They must make i 
Fortitude save at DC 13 or take | point of temporary 
Constituten damage. 

Lost Constitution is regained at the rate of | point per 
day (2 per dey if the character only rests). The javelin 
can't be recovered. 


Power Strike : ‘You can take a full-round action to 
attack once with a melee weapan. [fF you hit. you also 
discharge an electrical balt into the foe. The balt deals 
Id& points of electrical damage for every 5 levels you 
have achieved (maximum od8). Prerequisite: Jah. 


GrRour 3 AsiLITIES 
Avoid: You mer che fest Deflect Arrows, repardless of 
whether you meet the prerequisites. (Reflex save 
against DC 20 + any magical attack bonus). Prerequi- 
site: Dodge Attacks, 


Bolt of Lightning : You can take a full-roumed action to 
enchant and hurl a mormal javelin as a belt of lightning. In 
mid-thahe, the javelin transforms mite a bolt of lightrung, 
dealing 210 points of electncal damage to whatever it 
slrikes, with a Retlex save (DC 13 + one-third your level 

your Charisma bonus) allewwed for half damage. The 


javelin cart be recovered. rerequisite: Poison Javelin. 


Exploding Arrow’: You can use a full-round action to 
enchant and fire one nerrnial arc as anexploding arc. 
The arrow is charced ith lethal energy that deals dam- 
age Lo all creatures within 15 feet of the creature hit. The 
blast deals ldG points of damage for every two of your 
levels (r@varnurn 10d6). A creature nat hit but in the area 
is allenyect a Reflex. Sees (oc 3 r OF ve-thand your lesvresl | 
your Charisma bonus) for half damage. Misses have no 
effect. The arrow can't be recovered. Prerequisite: Fire 
Arrow, Multiple Shot, 


lmpale: ‘You can deal more damage with a melee weapon 
at the cost of its Durability. Declare this ability before 
rolling the attack. Ifyou hit, the weapon deals +2d6 pots 
of damage, Your weapon takes an automatic 2 points of 
Durahility damage, plus the normal effect for the damage 
you deal as well, Note: [fyou are not using the Durabili 
ly rules, Ube weapon breaks if it fails a special 1d20 check 
(DC is half the darnage dealt). Add your weapor's magi- 
cal attack bonus. if any. Lo your roll. Prerequisite: Jab. 


Slow Missiles’; You can use a full-round action to 
make all projectile or thrown missiles coming within 30 
feet of you until your next turo—to literally slow in 
flight. Those targeted by such missiles gam a +4 dodge 
bonus to ther AC. Any enchanted rossile (including 
the magic missile spell) must make a successful saving 
throw (OX 7 + your level -— your Charisma bonus) or 
lose its magic, Missiles formed entirely of magic are 
harmlessly destroyed, Prerequisite: Inner Sight. 


GROuP 4 ABILITIES 

Charged Strike : You can take a full-round acon Lo 
attack once with a melee weapon and discharge an 
electrical bolt into the foe if you hit. In addition to deal 
Ing nortial damage, the weapon is electrically charged, 
dealing 2d8 points of electrical darnage and releasing a 
single charged faft spell (see Chapter Three) that tar- 
gets foes not struck mearesc the pomt of mmpact. Pre- 
requisite: Power Strike, Balt of Lightning, 


Guided Arrow : You can use a full-round action to 
enchant and fire a normal arrow that hits the nearest 
foe within range, even turning corners or flying through 
an open door IF twa or more foes are al equal range, 
the tareet is determined randomly. Prerequisite: Cald 
Arrow, Multiple Shot. 


lice Arrow : You can use a full-round action to enchant 
and fire a normal arrow as anice arrow, In addition te its 
rearcrical daria, thie omiyy deals 26 paris of cold darn 
age. Further, the foe struck by the arrow must make a 
Fortitude save (DC |4 + one-turd your level + your 
(Charisma bonus). Fadure leaves the foe frozen in place 
and helpless tor 1d3 rounds. Mrerequisite: Cald Arrow, 


Penetrate : You learn ta see the weak points of your 
larvels. When using a ranged weapon, you ignore | 
point of your target's Armor Class for every five lev 
els you have achieved (shields and natural armor are 
counted as armor for this purpose}. Prerequisite: 
Critical Strike. 


Plague Javelin’: You can enchant and hurl a nerrual 
javelin in the same round. The javelin streaks toward its 
target, leaving a trail of green vapor [fit hits, the javelin 
deals half damage and the target creature may be poi 
somed. Vhe creature must make a Fortitude save (OC 
l4 + one-third your level + your Chansrmma bers) or 
suffer mitial damage of | point of ternporary Constitu- 
tion and secondary damage of ld4 points of temporary 
Constitution. A cloud of noxious gas expands outvard 
15 feet from its paint af impact and remains until your 
next turn. Creatures in this area are exposed to the pai- 
som as if struck. 

Breathing creatures within 3 feet of the path of the 
javelin are exposed to its gas tral. They rust roake a 
Fortitude save at DC 15 of take | pont of temporary 
Constitution damage. 

Lost Constitution is regained at the rate af | point per 
day (2 per day if the character only rests). Che javelin 
can't be recovered. Prerequisite: Bolt of Lightning. 


GROUP 5 ABILITIES 

Decoy : You can use a full-round action to shape magical 
energy into a semisubstantial copy of yourself The decoy 
behaves like you, but deals no darnage with its attacks, 
Opponents that feula Will save (DC 15 4 one-third your 
level + your Charisma bonus) attack or pursue the decoy 
in preference to you. The decoy lasts | round per three 
levels you have achieved. Praraguisites: Slow Missile, 


Evade: ‘You can became more difficult ta hin. IF you da 
not attack, you gain a 4 dodge bonus tea your AC until 
your next turn. Also, if you make a successful Reflex save 


against an attack that allows a 

Reflex save for half darmage. you 

take no damage nstead. Prereqe- 
ane: Avoid. 


Valkyrie: Me 


Fend: ‘You gain the feat Great 
Cleave, regardless of whether you 
meet the prerequisites. Each time 
you slay a foe, take a free melee 
attack against another foe in 
range. If you already have the feat 
Great Cleave, this ‘aid ne effect. 
Prerequisite: Impale 

Immolation Arrow : You can use 
a full-raund action to enchant and J 
fire a normal arrow as an nmalo- d 
fon arrow. When the arrow hits, it 
creates a fiery explosion. In addi- { 
tian to normal damage, the arrow 
deals 446 points of fire darnage. At 
the point of impact, an explosion 
deals IdG points of damage for | 
each two of your levels to all crea- 
tures in a [O-foot radius (riaxi- 
mum |0d6). Nonstruck creatures 
are allawed a Reflex save (DC 15 + ane-third your level 
+ your Charisma bonus) for half damage. The area con- 
tinues to burn for ld++1 rounds, dealing 2d6 fire dam 
age to anyone in the area. The arrow cant be 
recovered. Prerequisve: Exploding Arrow. 


Strafe: You can fire a single arrow at each foe at close 
range, all in the sare round. The first attack is made 
normally and each following attack takes 4 curnulative 
—? penalty to bit. This ability can be used only with 
ranged weapons that do not require move-equivalent 
actions Lo reload ar ready (such as arrows, daggers, 
shurken, and sa oni. Crossbows cannot be usecd— 
though a repeating crossbow can be employed unel it 
needs to be reloaded. Prerequisite: Guided Arrow. 


Group 6 ABILITIES 

Freezing Arrow : You can use a full-round action to 
enchant and fire a normal arrow as a freezing arrow. 
The arrow deals normal damaze to whatever it strikes, 
plus an additional 46 cold damage. Further, any crea 
ture within 15 feet of the point of impact must make a 
Fortitude save (DC 16 + one-third your level + your 
Charisma bonus). A creature failing the save is frazenim 
alace and helpless for 1d3 rounds. Each round a frozen 
creature must make another Fortitude save or be dealt 
an additional 2d6 points of cold damage. Prerequestte: 
lee Arrow. 





Lightning Fury : ‘You can use a 
partial action te enchant and hurl a 
normal javelin. In mic-fight, the 
javelin transforms into a balt of 
lighting that deals a half-strength 
chain ehiaing effect. You deal ld 
points of electrical damage for 
each two of your levels (maximum 
l0dd). The belt ares to other toes 
within 30 feet of your foe, up to 
§ one creature for each of your lev- 
els. A secondary arc deals half as 
many dice damage as the primary 
balt, rounded down. All foes are 
allowed a Reflex save (DC 16 - 
ene-third your level + your 
Charisma bonus) for half darnage. 
Prereguiste: Plague Javelin. 


Lightning Strike’: You can take 
a full-round acliers to attack in 
melee once with a javelin, IF you 
hit, you deal normal darmage anid 
discharge a half-strength chart 
lightning effect into your foe, You 
deal ldS paints of electrical dam 
age for each two of your levels (maxirnum ]0d6), The 
bolt arcs ta other foes within 30 feet of your foe, up te 
One creature for each af OWI Le els. Ay Ld econdary arc 

deals half as many dice damage as the primary belt, 
rounded down. All foes are allowed a Reflex save (DC 
I6 + one-third your level + your Charisma bonus) tar 
half damage. Prerequisite: Charged Strike. 


Pierce: ‘Your ranged attacks hecarmne so skillful that you 
can actually drive missiles through the bodies of oppe- 
neriis, and into opponents behind them, Whenever you 
make a ranged attack and there are foes within 24 feet of 
a straight line behind the ininal target, you can roll eee 
er attack as a [ree action against the next foe The attrac 
bonus of the laber attack is ‘acjual to half the attack Seis 
of the previous attack; thus, it is possible to attack multiple 
foes int this fashion. The attacks de not end until the attack 
bonus is reduced below +1, the missile reaches its mani 
rium range, ar it strikes a sold, inanimate surface (such as 
a stone wall—theugh it can pass through a commen doar 
or an obstacle of sirnilar strength), Prerequcsie: Penetrate. 


Valkyrie: Once per day, you can summon a valkyne, a 
powerful magical being renowned for its battle prowess. 
The valkyrie appears in the location of your chawwe wath- 
in 40 feet, lt attacks your enemies until ardered to cease, 
the duration expires, oc it is slain. The valkyrie is immune 
ro fear and mind-affeeting effects —it never flees cornbat. 


If there are ne ommnediate foes, you can give the valkyne 
ample commands, mcluding “Guard,” “Faollaw," “Carry,” 
ar Scout,” The valkyrie serves for one round per level of 
the armazon, then disappears. Frenequinte: Decoy, Evade. 


BARBARIAN 
The barbarian is a member of any of several toes on 
the fringes of civilization, Ceaseless clan warfare and 
the constant struggle to survive in the hostile wilder- 
ness give him a sturdy and powerful frame. | hough 
perhaps lacking the polish of city folk, the barbarian ts 
acutely aware of his surroundings. Because of his 
sharnanistic belefs mn the animal powers with which he 
identifies, others sometimes associate the barbarian 
with staries of lycanthropy. In fact, he believes he can 
call upon totemic animal spints to infuse him with 
supernormal strength and abilities, but these only serve 
Loumprove fue already superb battle skills. 

Adventures: The barbarian is keenly aware that evil 
is spreading throughout the land, anc thal he is extraor- 
dinarily qualified to combat it. His best chance to tri 
umiph, he knovss, is to locate the relies of bygone battles 
apainst evil and use Lherm against the enemy. [lo do that, 
he rus wander the land, seeking out items of power 
wherever they may be, 

Characteristics: The barbarian is a 
savaze—an animal on two legs. But 
where animals use fangs and claws, the 
barbarian takes up a sword or axe to rend 
and tear the flesh of his foes. His fighting 
style is brutal but effective: hit fast, hare, 
and often, and keep doing it untl the enemy 
stops getting up 

Background: Barbarians eonsider their heme 
land sacred especially their holy mountain, of 
which they have been the custedians since the 
beginning of tine. They beleve that the Prime Evils 
wish TO ultimately corrupt the mountain, plunging 
the entire world inte Hell. Consequently, as befits 
their savage warrior cunning, they 
leave their lands in the north te carry 
the battle to the enerriy. 


















Game Rule Information 
Barbarians have the following 
Came statistics, 

Abilities: Strength is the best of 
the barbarian'’s weapons, and those 
wilhout high Strength scores tend to 
perish quickhy. Sirrtilarly, Constitution 
ensures that the barbarian is the last 
ene standing im a fight. Dexterity is 


useful for improving the barbarian’s chance to avoid dar- 
age, and Wisdom allows the barbarian te remain alert ta 
his surroundings. 

Hit Die: dl2. 


Class Skills 

The barbaran’s class skills (and the key ability for each 
skill) are Craft (Int), Climb (Str), Heal (Wis), lntuit 
Direction (Wis), Knowledge (nature) (Int). Listen 
(Wis), Mowe Silenthy (Dex), Ride (Dex), Search (Int), 
Spot (Wis), and Wilderness Lore (y's). 


Skill Points at Ist Level: (4 + Int modifier) x4. 
Skill Points at Each Additional Level: 4 + Int 
modifier. 


Class Features 

The following are all class features of the barhanan. 
The barbarian acquires them at specific umes during his 
career, as shown on the barbarian class table below. 


Weapon and Armor Proficiency: Barbarians are 
proficient with all weapons and armor, including 


shields. Nete that each armor includes prerequisites 


for Strength scores. If you character doesn't mee the 
prerequisite, dont write the armer dawn yer; your 
character's Strength score needs to wnprove before he 
can use armor of that type. 


Barbarian Starting Package 

Armor: Leather armor 12 AC, armor check penalty 0, 
speed 30 ft., 15 Ib. 

Weapons: ? hand axes (ld4, orit x2, 4 lb., Medium, 
Slashing) 

Quick Skills: Choose a number of skills equal to 3 + 
Int modifier: 


Skill Ranks Ability Armor 
Heal 4 Wis _ 
lncuit Direction 4 Ws — 
Knowledge (nature) 4 Lint — 
Listen 4 Wis 

Merve: Sileritly 4 [ex 0 
Searchy 4 Int — 
Spot q Wis — 
Wilderness Lore 4 Wiis _- 


Feat: Two-Yeapon Fighting. 

Magic Ability: Howl. 

Gear: Backpack with waterskin, | day's rations, bedroll, 
Flirt and sueel, | heat healing paren, 


Barbarian Magic 

As part of their lifelong training, barbarians learn 
sormething about how nature werks—including haw it 
interacts with the unnatural. Tres knowledge trans 
lates ta a sort of shamanistic magic, which Lhe fare 
barian puts to good use in combat situations. Some 
choices have prerequisites, abilities that must be 
taken first. 


Group | ABILITIES 
Axe Mastery: You gain the feat Weapon Focus with 
all Kanduran axes. 


Bash: You can strike a foe in such a way as to knock 
it away, When you choose to use this ability, roll a 
normal attack with a -—2 penaley. If the attack is suc- 
eessful, deal your narmal damage and make an 
opposed Strength check, with your opponent adding 
a +4 bonus for each size category above Medium- 
size or a —4 penalty for each size category below 
Mfechum-size. 

If you roll higher, the foe is knocked backward 4 feet 
(if not possible, che foe is stunned for one round unless 
immune). If the foe beats you, then the hash fails. 


Table 1-2: Barbarian 
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Find Potion: Whenever you search a freshly van- 
guished foe, you are allowed a Search check (DC 20) to 
discover the ingredients of a sart of crude healing 
petion, which you have trained your body to use. Other 
characters cannot benefit from these raw ingrecients. 
Rell ld: |-4 Miner, 5-8 Light, 94] Standard. See 
Chapter Two for potion effects. 


Howl: ‘You can cut loose with a bone-chilling howl as a 
full-raund action, Opponents that hear this cry must 
attempt a VVill save (DC 10 + half your level + Charis- 
roa bonus). Chase that fail flee from you for 1d6 rounds, 
plus | round for every five full levels you have. 


Mace Mastery: ‘You gain the feat Weapon Focus wilh 
all Khanduran maces and clubs. 


Pole Arm Mastery: ‘You gain the feat Weapon Focus 
with all Khancduran two-handed melee weapons, 
excluding axes and spears. 


Spear Mastery: ‘You gain the feat Weapon Pocus with 
all types of Khanduran spears. 


Sword Mastery: ‘You gain the feat VWeapon Focus 
with all KRhanduran swords. 


Throwing Mastery: You gain the feat Weapon Focus 
with all Rhanduran thrown weapons, such as daggers, 
throwing axes, or javelins. You pel the bonus only when 
making ranged attacks with Lhem. 


Group 2 ABILITIES 

Double Swing: As a full-round action, you can strike a 
foe simultaneously with a weapon in each hand. Make 
ane attack roll at a—2 penalty. If you hit. rall damage for 
each weapon and add your Strength adjustment once. 
Prerequisite: Gash. 


Leap: ‘You can perform a bull rush atlack (see the Play- 
ers Handbook, Chapter 8: Combat) against several foes 
by jumping inte the midst of them. ‘You must precede 
the attack with a jump {a move-equivalent action). 
Each foe adjaceril Lo your landing point must make an 
opposed Streneth check against you or be knocker 
backward 5 feet A foe gets a +4 bonus for each size 
category it is above Medium-size or a —b penalty for 
each size category belaw Medium-size. You get a +2 
bonus for each 4 feet you jumped. A foe rolling equal to 
ar better than you does nol move at all. 


Shout: As a partial acton, you roar with fury, disorient- 
ina foes, All foes within 60 feet must make a successful 
Will check (DC 12 + half your level + your Charisma) or 


il 


take a —2 penalty to their attack rolls for the next 2d4 
rounds. A creature cannot be affected by this ability only 
once in an encounter. Prerequisite: Howl. 


Taunt: By a combination of crude gibes and gesLures, 
you can goad a single foe inte fighting you exclusre- 
ly. As a partial action, you force the foe to attempt a 
Will saving throw (DC 20). A foe that tails moves 
toward you and attacks for the next 2d4 rqunds, [he 
foe must be able to perceive you to be affected by 
this ability—foes wath no Intelligence rating are not 
affected. Prerequisite: Howl. 


Group 3 ABILITIES 

Double Throw: /\s a standard action, you can attack 
a foe with a thrown weapon in each hand. Make one 
attack roll at a -—2 penalty. If you hit, roll darmage for 
each weapon and add your Strength adjustment once. 
You must have two separate missiles (one for each 
hand). Prerequisite: Double Swang. 


Find Item: Whenever you search a treshly vanquished 
foe, you are allowed a Search check (DC 20). If suc- 


cessful, you will find ether a base item (see Chapter 


Four) or its value in gold pieces (DM's choice}. This abil- 
ity and Find Potion can't he used successfully on the 
same body. Prerequisite: Find Potion. 


Increased Stamina: ‘You gain the Endurance feat, a 
'4 bonus to checks for performing a physical action 
that extends aver a period of time. 


Stun: Declare your use of this alnley before making your 
attack roll. ‘You strike wath enough force to temporarily 
daze your foe. IF your attack is successtul, the foe must 
attempt a Fortitude saving throw (DC 10 + half your level 
| your Strength modifier), besides taking normal damage. 
Ifthe save fails, the toe is stunned for | round (until your 
next action), A stunned creature can't act, and loses ary 
positive Dexterity bonus to AC. Attackers gain a +2 
banus to attack rolls against a stunned opponent. Same 
creatures can't be stunned. Prerequisite: Bash. 


Group 4 ABILITIES 

Battleery: ‘You let loose with a bloodcurdling yell. Oppe- 
nents within 30 feet who hear you must make a VViil sav- 
ing threay (DC 10 + half your level + your Charisma 
bonus). Those that fail suffer a -2 AC penalty and a — 
penalty to damage ralls for 24 rounds. Prerequisite. Taunt, 


Concentrate Attack: [f you use no other special abil- 
ities this round, choose a single creature to attack in 
melee. You gain a +2 competence bonus ta all rriecleres 
attacks against this creature. Also, until your next torn, 


you gain a +2 dodge honus against any other creature 
thal makes a melee attack against you and take a —2 
dodge penalty agaist melee attacks by the creature 
You are concentrating on. Prereguisite: Spun 


Iran Skin; ‘Your flesh literally becormes more dense, 
through exercise, diet, and conditioning (exoessrve hatte 
scarring). You gain a +2 natural armor bors bo your AC. 


Leap Attack: ‘You jump to an enemy and attack as a 
full-round action. This move-and-attack does not draw 
an attack of oppertunity, You alsa gain a 42 charge 
banus for this attack. Prereguisrte: Leap. 


GrRovr 5 ABILITIES 

Battle Orders: /\s a partial action, you can bark out 
commands to your allies in combat, advising them on 
how to overcome cheir foes. This gives a 42 attack 
banus to each melee ar ranged attack made by any of 
wour allies within 30 feet of you until your next turn. 
Pranacuersite: Shout. 


Frenzy: [fF you hit in melee, you can attack again against 
the same foe. The extra attack is made with the same 
weapon, at half the attack bonus of the previous attack. 
As long as you hit, you can continue with free attack as 
lang as your attack bonus is +! or more. Frenzy can be 
triggered only once per round. Prerequisite: Double Swing, 


Grim Ward: You can assemble the bones and viscera 
of deteated foes nto a macabre warning sign, which you 
Plane in a specitic location. Evil creatures carve approach 
within 40 feer oat the ward unless they rake a success- 
ful Will save (DC 10 + half your level + your Charisma 
borus). The ward lases for | round per barbarian level. 
Prereguise: Find |tem. 


Increased Speed: Your standard speed increases by ID 
feel when you are wearing na armor, light armer, or 
medium armor When you are weanng heavier armor, 
your standard speed increases by 5 feet, Preregursite 
Increased Starr. 


GROUP 6 ABILITIES 

Battle Command: Asa parual action, you can call out 
instructians to your allies in carmbat, advising them on 
how bo overcome Lhe foes. This aives a +4 attack 
bonus to every melee or ranged attack made by you or 
any of vwour alhes within 30 feet af you until your next 
turn. This ability supercedes Battle Orders. Prerequi- 
sire; Battle Orders 


Berserk: J his is like the |Sth-level barbariar’s rage abil- 


ity from page 25 of the Players andbook, except that 


the ability score and save adjustments are increased 
(Streneth and Constitution +8, Will sawe +4). ‘You can 
rage only once per encounter, and onhy six umes per 
day (sever at 24th level}. Entering a rage takes no time, 
but you can da it onky during your action. Prerequizte: 
Concentrate Attack, 


Natural Resistance: Subtract 5 pomts of damage 
from each attack that hits you of the following types: 
fire, cald, and electricity, Prerequisite: iron Skin. 


Warcry: You bellow forth an earshattering yell that 
darnages and disorients foes within 30 feet of you. The 
intensity and volume of the Warery i physically painful 
to them. Each creature in the area of effect takes 2d6 
points of damage. In addition, each must attempt a For 
titude saving Lhraw (DC 10 + Ralf your level + your 
Charisma modifier), or be stunned for | round (unl 
your next action). A stunned creature can't act and 
loses any positive Dexterity bonus to AC. Attackers 
gain a +2 bonus to attack malls agammst a stunned oppa 
nent. Using this ability requires a full-rownd action. Pre- 
requisite; Battlecry, Battle Orders. 


Whirlwind Attack: You can call on your totem spirit 
in arder co make multiple attacks. Thus feat is defined in 
Chapter Five cf the Players Alanabook. Prereqursite: 
Concentrate Attack, Leap Attack. 


NECR@MANCER 


From the steamy recesses of the southern swarnps 
comes a figure cloaked in mystery. The necromancer, 
as his name implies, is a wizard who deals with the dead 
and with the summoning of various creatures for his 
purposes. | hough his goals are often aligned with thase 
of the forces of Light, some do not think that these ends 
justify his foul means. Long hours of study in dank rnau- 
soleums have left his skin pale and corpsaelike, hia figure 
skeletal. Most shun hom for his peculiar looks and ways, 
but none daubt the power of the necromancer, for it 15 
the stuff af rightmares. 

Adventures: A necromancer finds it somewhat iran 
ic that the forces of darkness taver crypts and tembs— 
since that is where he is at his best. Though he resents 
the meddling of the Prime Evils im the Mortal World, he 
finds their choice of battlegrounds to his liking. 

Characteristics: The ermgrnatic necromancer has 
either a pecular obsession with death, or a morhid sense 
of utility, depending on whom one asks, He uses the 
dead as a craftsman wses wood or metal. Cadavers are 
ray material for his projects and the weapons he wields: 
his magic and weapons alike dap with pain. poison, and 


suffering. This facility with dark energy is reflected in 
his spells. Those unfortunate enough to fall in battle 
with him quickly enter his arseral. 

Background: Desoite being shunned as evil by many 
cultures, mecromancers are themselves remarkably free 
of corruption, To them, death is part of the cycle of Irfe, 
and the presence of demons—or any other non-mortal 
agency—interferes with rnortal life. They seek to right 
that balance, wilh the: best wesapers thery have. 


Game Rule Information 
Necromancers have the fallawing game statistics. 
Abilities: A. necromancer’s Intelligence is his most 
dangerous WeEpon, because ot strengthens his spells 
and provides the expertise he needs ta cancact his foul 
potions. Constitution is almost as important—without 
fall health, the necromancer would eventually succurnb 
ta the dark energy he wields. Wisdom and Charisma 
should not be overlooked, though—the necromancer 
uses his wits to understand his environment, and his 
presence ta cormrnarsd it. 


Hit Die: 46. 


Class Skills 

The necromancer’s class skills (and the key ability for 
each skill) are Alchemy (Int), Concentration ({on), 
Craft (Int), Knowledge (Int), Knowledge {arcana} (Int}, 
Profession (Wis), and Spellcrafi (Int). 


Skill Points at Ist Level: (2 + Int modifier) «4. 
Skill Points at Each Additional Level: 2 + Int 


micocdifier. 


Class Features 

The following are all class features of the neero- 
mancer. The necromancer acquires Lhem al specific 
times, as shown on the Necromancer table. Some of 
these choices have prerequisites, abilities that must 
be taken first. 


Armor and Weapon Proficiency: At lst level, the 
necromancer is proficient with simple weapons and 


Table 1-3: Necromancer 
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also with special “bone armor” he can 
create with the proper spell, Normal 
armor interferes with his arcane ves- 
Lures, and may cause his spells to fail 
(see Chapter 7: Equipment in the Piuy- 
ers Handbuch). 


Golem Mastery: Golems the necro- 
Mancer SLIM Baur +10 feet to their 
speed, and gain + hp per Hit Die. Pre- 
requisite: The clay golem spell. 


Skeleton Mastery: The necromancer 
increases his ability te control creatures 
he has surmmened. With this mastery, 
the necromancer can control twice as 
many skeletons as he monmally would be 
able to. Usinp the mavse skeleton spell for 
example, the necromancer raises two 
skeletons for every five lewels the necro- 
mancer has, not one as @nven in the spell. 


Summon Resist: A creature surmmoned 
by the necromancer (a golem or skeleton) 
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takes 5 fewer points of damage trom fire, cald, and elec- 
trical atlacks and effects. Prenequesite: Golem Mastery. 


Necromancer Starting Package 

Armor: Robe —| AC, armor check penalty 0, speed 30 
Ft., 2 |b. 

Weapons: Short Stoff of Teeth (1d6, crit x2, 4 Ib., 
Large, Blucdgeoning, cast teeth at will, | charge per use, 
50) charges). 

Quick Skills: Choose a number of skills equal ta 3 + 
[rit rricedifier, 


Skill Ranks Ability Armor 
Alchemy 4 Int — 
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Feat: Light Armor Proficiency. 

Magic Ability: Skeleton Mastery. 

Spells: amplify dariage, rearieriate, 

Gear: Backpack with waterskin, | day's ratians, blan- 
ket, flint & steel. Pouch with flensing knife, bone saw, 
boiling pot, | eke mena potion. 


Gold: 10 op. 


PALADIN 


lhe Knights of Westmarch who felled the armies of 
mhehby Leanne are pure at heart ancl folleww closely the 
teachungs of Zakarurmn, the Religion of the Light. “. battle- 
ready warner for whorn fasth is a shield, he fights for 
what he beliewes to be right. Furthermore, his steadfast- 
ness gives him powers to bring blessings to his trends 

and wreak cruel justice upon his foes. There are those 
whe call the paladin an overwrought zealot, but others 
recognize in him the strength and goodness of the Light. 


Adventures: A paladin is on a rughteous quest to rid 
the world of evil. But he knows that previous paladins 
on the same quest have met insurmountable odds, ane 
so he seeks to improve his chances however he can. ln 
Tmast cases, this means recovering the arms and armor 
of his vanguished brothers. All toc often, these lie in 
forgotten crypts, in the very lairs of Eval. 

Characteristics: The paladin Imes for his beliefs. 
and he helieves that might serves right. He trains from 
childhood to master the weapons of battle and the 
VVESELP COTES of his faith. His magic is granted by divine 


sgrace, and Lhe paladin carries this sacred burden proued- 
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ly and with horar. In battle, the: pe aciri TS TWRITe 
methodical and orderly than most other warriors, but 
every bit as efficient. As 4 testament co his faith, the 
paladin believes that every damned soul he hacks trom 
its prison of corrupted Hesh is then free ta go to its final 
rewarct—and conveniently, to stap 
threatening the innocent. 


Religion: When the Vizjere: mage- 
clan's corruption was discovered and 
excised, the messengers ot Heaven 
gave mortals directions tor the future. 
This inghuded a set of guiding principles 
and a spiritual framework, both aired 
at attaining true righteousness. This 
new religion became known as the 
Church of Zakarum, 

The Order of Paladins began as the 
martial branch of the “akarum Inquisition, 
farmed to weed out and destroy the 
remaining traces of corruption in the 
empire. But over the centuries, the Prime 
Evils have worked their dak ways to curr 
the Church against itself especialhy in the 
Incpuismtion, Mow the Church has degener- 
abed into litthe more than a bloodhirst 
death cult under the control of Mephiste. 

Seeing Lhe dissolution of the only true 
soiritual force ut the land, many palacins 
concluded that the use af sow/stones to 


bind evil was an utter failure as a tactic, These riahit- 
aaus warnors have opted instead to destray the Evils 
eutright, taking the cirect and brutal appreach where 
subtlety and mercy had failed 

Background: Paladins pursue a very simple and direct 
goal: Phunt deswn Evil and destroy it. Once supported in 
this quest by the Church, they have abandoned their 
homeland because the Church that once supported 
them is gone forever. True tacticians, they prefer mot ta 
engage in endless skirmishes with the foot soldiers of 
Mell, but to take the bactle directly to the Prime Evils, 
and destroy them once and for all. 


Game Rule Information 
Palacins have the following game statistics. 

Abilities: A paladin relies greatly on his Strength, as 
a high score makes the paladin a more effective fighter. 
Constitution keeps the paladin alive that much longer 
perhaps long enough to strike a decisive blow, But many 
of the paladin’s class skills derive from Wisdom, and a 
paladin with a high Charisma score is that much better 
at inspiring others. 

Hit Die: dQ, 


Class Skills 

The paladin's class skills (and the key ability for each 
skill} are Craft {Int}, Diplomacy (Cha}, Handle Animal 
(Wis), Heal (Wis), Knowledge (religion) (Int), Profes- 
sian (Wis), Ride (Dex). 


Skill Points at Ist Level: (2 = Int modifier) x4. 
Skill Points at Bach Additional Level: 2? — Int 
modifier. 


Class Features 

The: following are all class features of the paladin. The 
paladin acquires them at specific times during his 
career, as shown an the paladin table, 


Weapon and Armor Proficiency: Paladins are orofi- 
cient with all weapens and armer, including shields, 
Note that each armor proficiency includes a prerequi- 
site for Streneth scores. If you character doesn’t meet 
the prerequisite, don't write the armor down yet: your 
character's Streneth score needs ta improve before he 
can use armor of that type. 


Paladin Starting Package 

Armor: | eather armor +2 AC, armor check penalty 0, 
speed 30 fr, 15 Ib. 

Weapons: Short sword (ldé, crit 19-20/«2, 3 Ib., 
small, Piercing). 

Quick Skills: Choose a number of skills equal ta 3 + 
Int. modifier: 


1é 


Skill Ranks Ability Armor 
Heal 4 Wis — 
Knowledge (religion) 4 Int — 
Listen 2 Wiis 

Search 2 Int — 
Spot Z Wis a 


Feat: lriproved Initiative. 

Magie Ability: Prayer. 

Gear: Backpack with waterskin, blanket, | day's 
rations, flint & steel, haby symbol, | digfet heating potion. 
Gold: |) gp. 


Paladin Magic 

Paladins operate on farth, and this grants them certain 
mystical abilines. Because they are warriors, many of 
these “ruracles” manifest as commbat-oriented powers. 
The nights of Westrnarch encourage the develop- 
ment of the paladins’ abilities, knowing that each pal- 
adin's faith can mean the difference between life and 
death, salvation and damnation. 

Paladins begin studying scriptures immediately ta 
better comprehend the divine plan for thei lives, At [st 
level, by understanding the part of nghteousmess in per- 
forming miracles, the paladin can choose one ability 
fren the Group | list. He does so again at 2nd level and 
at 3rd level. 

At Sth chroueh 7th levels, he can choose from the 
Group 2 list. At 9th to Ith level, he gains aceess to Group 
3 abilities, Group 4 abilities can be chosen al |3th level, 
Group 5 abilites at [7th level, and Group 6 abilities 21st 
level. (These choimes are listed on the Palacin table.) 
Sore of these choices have prerequisites, abilities thar 
must be Laken frst. 

Note: Abilities rnarked with an asterisk () are spe- 
cial. After using the ability, the paladin rust make a 
Charisma check (DC 12 + group number). Failure 
means the ability cannot be used for the rest of the dey. 
Afona potions can restore an ability, counting its group 
number as its spell level, A restered ability can be used 
freely until the paladin fails another check while Lan It 


Group | ABILITIES 

Might’: You spend 4 partial action to concentrate. Until 
your mesct turn, you (and all your alles within 10 feet) each 
adda | 2 enhancement bonus to Strength. 


Prayer: ‘fou spend a full-round action to concentrate, 
and cure 2 points of damage to yourself and each ally 
within 5 feet, 


Resist Fire : You spend a partial action to concentrate. 
Until your next turn, you (and all your allies within 10 
feel) each take 5 fewer points of damage per round 
from fire-based attacks and effects. 


Sacrifice: You can expend some of your own life 
energy to deal greater damage ta your opponents 
(rnake your choice before the attack roll). ‘You expend 
2 hn points te add 1d6é points of damage to your next 
tnelee allack. The aedditicnal darnage is ichuded if 
YOU $core 4 critical hit. 


Smite: You can use your shield or buckler as a weapon. 
Attack with your shield as though it were an att-hand 
weapon. AL successtul attack deals Id6 points of dam- 
age (x2 cnbical). You lose the arcnor bonus of the shield 
or buckler until your next turn. 

Also, make an opposed Strenath check against your 
foe, whe adds a +4 circumstance bonus for each size 
category above Medium-size, or a —4+ circumstance 
penalty for each size category below Medium size. 

If you win, you knock the foe backward 4 feet 
space permLlung). If you don't, the foe does not 
move at all. 


GrROur 2 ABILITIES 

Defiance : You spend a partial action to concentrate. 
Qnul your next turn, you fand all your allies within 10 
feet) each Bai id 4 2 deflection borms bo AC. 


Holy Bolt’: You spend a standard action to shoot forth 
a spell-like bolt of divine energy up to 30) teet as a 
ranged attack. An undead creature struck by Lhe boll is 
dealt 1d& points of darnage, plus | rrore poml per pal 
adm level (rnaximum 1d8-5). You can use also use a 
hoby bolt to heal 4 ling ally. You can fire onky one holy 
bolt per round 


Holy Fire : You spend 4 partial action to commertrate, 
and a burst of divine fame leaps from your body. The 
burst auLomatically strikes the nearest opponent within 
I5 feet, dealing 2d6 points of fire damage. You can do 
this only once per round. Preregursite: Might. 


Resist Cold”: You spend a partial action to concen- 
trate. Until your next turn, you (and all your allies waith- 
in 10 feet) each take 5 fewer points of damage per 
round from cold-based attacks and effects. 


Thorns: You spend a partial action to concentrate. 
Wintil your next turn, any fe making a suceesshul rnelee 
attack against you (or ary of your allies wottun 1D feet) 
takes 2 points of damage for every paint of melee dam- 


age it deals. Thos ability does not funcnon against 


Table |-4: Paladin 


Attack Fart. Ref 
Level Bonus Save. Save 
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ranged attacks or special damage (including fire, ice, 
electricity, and poison). 


Grour 3 ABILITIES 
Blessed Aim: You spend a paral action to conven- 
trate. Until your next turn, you (and all your allies with- 
in [0 feet} each gain a +2 divine attack bonus. 
Prareguisite: Might, 


Cleansing : You spend a partial action to concentrate. 
Until your next turn, you {and all your allies wathin 10 
feet) each gain a +2 bonus to saving throws against pol 

son. Also, any pending secondary poison effects are 
negatect. Prermequssite: Prayer. 

Resist Lightning : You spend a partial action to can- 
centrate, Until your next turn, you (and all yaur allies 
within 10 feet) each take 5 fewer points of darnage per 
round from electricity-based attacks and effects. 


Righteous Charge: Thus ability combines the Smile 
ability with a charge. ‘You gain a +2 attack bonus, but 
you lose the henefit of any shield and take an addilien- 
al —2 AC penalty until your next turn. Unlike an ordi- 
nary Smite, the damage dealt is 2d6 (2 critical}, and 
you gain an additional +2 circumstance bonus to your 
oppased Strength check to determine if the foe 18 
knocked back. Prereguicite: Sites. 


Zeal: You take a full attack action to attack each foe 
within 5 feet in whatever order you choose. Each 
attack is al a cumulative —2 penalty. Successful attacks 
have a cumulative —| damage modifier (-1 to the first, 
-2 to the second, and so on). All successful attacks deal 
at least | point of damage. Prerequisite: Sacrifice. 


Group 4 ABILITIES 

Blessed Hammer : You can take a full attack action to 
SUTIN a spiritual weapon and send it smashing 
through your foes in a spural pattern. Every oppomertt 
within 30 feet takes 1d8 points of damage, plus | point 
per five levels you have, Undead creatures take +108 
paints of damage. Prerequisite: Moly Bolt. 


Concentrate Attack: If you use no other special 
abilities this round, choose a single creature to attack 
in melee, You gain a +2 competence bonus to all 
melee attacks against this creature. Also, until your 
next turn, you gain a +2 dodge bonus against any 
other creature that makes a melee attack against you 
anc take a —2 dodge penalty against melee attacks by 
the creature you are concentrating on. Prerequisite: 


Blessed Aum. 
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Holy Freeze : You spend a partial action Lo concen 
trate, and all your enemies within 30 feet move at only 
half speed until your next action, ResisLance or immu- 
nity to cold does not protect against this effect. Mrereq- 
uisite: Holy Fire. 


Vengeance : You can take a full attack action to focus 
many disparale energies and make a single attack. In 
addition te your normal damage, deal 2d6 points each 
af cold, fire, and electrical damage. Prerequisite: Zeul. 


Vigor : You spend a partial action te concentrate. Your 
and all allies within 20 feet have your base speed 
increased by 10 feet for 10 munutes. You cannot use this 
ability if you are already under its effects. Prerequisite: 
Defiance, Cleansing. 


GROUP 5 ABILITIES 

Conversion : You take a full-round action te choase 
one demonic or undead entity within 30 feet, and 
call down the glory and beauty of the Light upon it. 
The chosen foe must make Will save (DC 15 + one- 
third your level + your Charisma bonus), or become 
of lawful good alignment, Demons and undead sa 
converted swear allegiance to Heaven, forswearing 
Hell. The converted demon or undead will join and 
ficht for the you for a maximum of | hour, If still alive 
at the end of this ume, the converted creature 
leaves, seeking surcease from conflict in order Lo 
come to grips with its new frame of mind. Prerequi 

site: Vengeance. 


Holy Shield’: Your shield becomes doubly effective, 
gaining a bonus equal to its normal armor bonus 
(including any magic enhancements). Also, the shield 
deals an additional die of damage when used as a 
weapon in combat (such as with the Smite or Righteous 
Charge abilities). Prerequisite: Blessed Hammer, 
(Charge, 


Holy Shock’: ‘You spend a partial action ta concen- 
trate, and a bolt of divine lightning leaps frem your 
body. The hurst automatically stikes the nearest oppo 
nent within 15 feet, dealing 4dé points of electrical 
damage. You can do this once per round. Prerequisite: 
Holy Freeze. 


Meditation: You spend a tull-round action te comcen 
trate. You (and all your allies within 5 feet) each can 
make a Charisma check (DC 15) ta recewer enher one 
exhausted abihty or a single spell of 4th level or less as 
chosen by the affected individual, You can use this abil- 
ity only afew times per day (3 — yaur Chansma bers). 
Prerequisite: Cleansig 


Sanctuary : You spend a partial action to concen- 
trate, surrounding yourself with an aura of holy light 
that repels undead creatures. Undead within 15 feet of 
you must make a Will save (DC 15 | ome-thurd your 
level 1 your Charisma bonus), Those who fail mnmed- 
ately flee Lhe affected area, Affected creatures cant 
voluntarily re-enter the |5-foot area. IT forced to by 
some outside effect (such as you moving claser to 
them), they are allowed another Will save. Prerequi- 
site: Holy Freeze, | hers. 


GROUP 6 ABILITIES 

Conviction’: Spend a partial action to concentrate. 
All foes within 30 feet take a penalty of -2 te AC and 
saving throws, and have all their resistances reduced by 
20% tor 1d4+] rquneds. Prereguiésita: Sanctuary. 


Fanaticism : Spend a partial action Lo concentrate. 
Until your next turn, you (and all your allies within 4 
feet at the instant you trigger this ability) can take all 
your melee attacks as primary attacks with a —4 
penalty, Each time a foe is slain, the victoriqus Farial- 
ic can take a 5-foot step asa free action. Prereguisite: 
Concentrate Actack. 


Fist of the Heavens : Spend a standard action to call 
down a lehtning holt (see Chapter Three). In addition, 
it releases one holy bolt for every three levels you have 





achieved. These damage undead (or heal allies) wathin 
30 feet of the lightning Solt strike. Each creature im the 
area can receive a maximum of one Acly bolt (deter- 
mine which randomly). Any unused bolts are lost. re- 
requisite: Blessed Hammer, Conversion. 


Redemption : (he rernams of one vanquished undead 
er demonic foe within 5 feet is Redeemed. For every 
two Hit Dice the foe had, the paladin receives [dé 
points of magical curing and one spell level (as ifa Mann 
potion had been drunk), Any exeess curing or spell 
restoration over the paladin’s normal maximum ts lost. 
Chis ability does not funetion if used on unique or spe- 
cial creatures. Prerequisite: Vigor 


Salvation : Spend a partial action te concentrate. Until 
your next turn, you (and all your allies within 5 feet) take 
5 fewer pomts of damage tram fire-, cold . and electricity 
hased attacks and effects. Prerequisite, Stamina. 


S@®RCERESS 


One of the rebellious women who have wrested the 
secrets of magic use from Lhe male-dominated Mage 

Clans of the East, the sorceress is an expert invoker of 
mystical energy. Though somewhat lacking in the skills 
of hand-to-hand combat, she compensates for this 
with fierce combative rnagic for both 
offense and defense. Solitary and 
reclusive, the sorceress acts fram 
motives and ethics inscrutable to most, 
sometimes seeming capricious and 
even spiteful. In reality, she under- 
stands the struggle between Order and 
Chaos all too clearly, as well as her role 
as a warrior in this battle. 


Adventures: The sorceress knows 
too awvell that were the strength of an 
enore mage-clan turned ta evil, the 
whole world would suffer. Sa each ser- 
ceress spends a Urne after her appren- 
ticeship to the clan traveling in the 
world, being apart from the influence of 
her clan while she builds her own per- 
sonal power. One day she can be called 
upon to wield it against her own, should 
her clan be corrupted. 

Characteristics: Sorcery is na 
langer strictly in the hands of men, 
and soreeresses acquit themselves 
admurably in its use. Miaslering ele- 
mental magic, a surceress wields fire, 


ioe, and lightning as ably as a warrior Wields a sword 
arid a she led. Though beer Moeldwes are known obhy Ta 
the sorceress herself. she does not hesitate to bend 
her mystical abilities ta the service of the weak and 
helpless—as though in a display of maternal instinct. 
Physical prowess is not her strong powil, bul sorcer- 
asses Offer feel thal if rnagic fails them, that death is 
an ewsier fate: bey baer. 

Background: Like necromancers, sorceresses come 
tram the lands of the East, But they are part of the tra- 
dition of the mage clans, regaining prominence mow 
that the Prime Evils threaten mankind, and the corm- 
TTT people TL mare arid more Lo the alc Ways. They 
have seized ancient secrets from the primarily male 
domumaled clans, and ventured inte the attlicted lands 
to end the conflict as soon as possible, 


Game Rule Information 

Soarceresses have the fallawing parme slabslics. 
Abilities: Much of the strength behind a sorceress’s 

spells derives Irorn ber Charisma—her ability to impose 

her wall. But Intellimence is equally important, because 

it helps her unprave the skills she needs to control the: 

magic she wields. Dexterity and Consttulion enable 


the sorceress to evade or survive attacks, ard to sarne- 
times ignore them lang enough to complete the spell 
that encls the belthe. 

Hit Die: dé. 


Class Skills 

The sorceress 5 class skills (and the key ability for each 
skill) are Alchemy (Int), Concentration (Con), Cratt 
{Int}, Heal (Wis), Rrewledee {Int}, Knowledge 
fareana) (Int}, Profession (V¥is}, and Spelleraft (lnc). 


Skill Points at Ist Level: (2 — Int mod:fier) x4. 
Skill Points at Each Additional Level: 2 + [rt 
moditier. 


Class Features 

The following are all class features of the sarceress- 
The sorceress acquires them at specific tres during 
her career, as shown on the Sorceress table. 


Armor and Weapon Proficiency: Scrceresses are 
proficient wath all simple weapons. They are not profti- 
cient with any type of armor or shield except those cre- 
ated by ther own magic (see the spell Sone armart. 


Table 1-5: Sorceress 
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Anmnor lends to interfere with a sorceress’ arcane oes- 
Lures, possibly causiny her spells to fal. (See the Floy- 
ers Qandbook for details on spell failure. | 


Cold Mastery: The sorceress can magnify the effect 
of a sorcery spell that deals cold damage. This ability 
allaws a second darnage roll, and the sorceress takes 
the best roll of the two. For exarnyple, if Gd6 points of 
damage are called for, a sorceress ralls 606 twice and 
takes the highest total. 

Special: The sorceress must be stationary the reurid 
of casting to exert mastery. 


Fire Mastery: [he sorceress can magnify the effect of 
asorcery spell Lhal deals fire darnage. This ability allows 
a second damage roll, and the sorceress takes the best 
roll, as detailed above under Cold Mastery. 

Special: The sorceress must be stationary the round 
of cas Ling to exert mastery. 


Lightning Mastery: The sorceress can magnify the 
effect of a sorcery spell that deals electrical damage. 
This ability allows a second damage roll, and the sor- 
ceress take the best roll, as noted abowe. 


Sorceress Spells per Day 


—Spells per Day— 
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Special: The sorceress must be stationary the roured 
of casting to exert mastery. 


Mental Warmth: By mentally tracing the secret runes 
of conceplion, Lhe sorceress can try te replenish her mag 
ical energy bo continue casting spells beyond her narmal 
daily total. On the same day a spell has been cast, she cari 
spend a full-round action te try to replenish her energy. 
Dang so requires an Intelligence check with a DC equal 
to 15 plus the spell’s level. IP the check is successful, the 
sorceress regans the ability to cast a spell of the chosen 
level. (Example: Celia is a Sth-level sorceress, ard car 
east four Ist-level and three 2nd-level spells each day. 
After casting her first 2nd-level spell, she uses Merial 
Warmth to try to recover her magical energy. The DC is 
If, and if Celia makes the roll, she can cast three more 
2nd-level spells that day [she fails, she can only cast two 
more.) A sorceress cannot take 10 or 20 on this check. 

Special: The sorceress can attempt this abilrty ance 
per day per two levels (round dawn). 


Sorceress Starting Package 
Armor: Cane +! AC, armar check penalty 0, speed 30 
f., weight 2 Ib. 


Sorceress Spells Known 
—Spells per Day— 
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Weapons: Short Staff of Fire Bolt (ld, crit x2, 4 Ib. 
Large, Bludgeaning, cast fire bolt at will, | charge per 
use, St) charges). 

Quick Skills: Choose a number of skills equal to 3 + 
Int modifier: 


Skill Ranks Ability Armor 
Alchemy 4 Int _ 
Concentration 4 Can == 
Heal 4 Wis 

Knowledge (arcana) ‘4 Int — 
Spelleratt 4 Int —_ 
Lister 2 Wiis — 
Search 2 Int _— 
Spot 2 Int 


Feat: Combat Casting (+4 bonus to Concentration 
checks). 

Magic Ability: Mental Warmth. 

Spells: charged dalr, denrify 

Gear: Backpack with waterskin, | day's rations, bedrall, 
L fight creiaa potion. 


Gold: dJ0 ap. 


Classes and Level 
Levels: This translation of the DIABLO [| game 
allows for classes to advance five levels higher than 


Ze 


the core DED game. This reflects the structure of 
the DiAeio Il skill trees. While the upper levels are 
intended ta work in a DIABLO context, they may not 
be consistent with future DED game developments, 
DM's using these levels and mixing the rules inta a 
D&D campaign should rely on their own judgment ta 
resolve conflicts. 


Spells per Day: These tables have been set up ta 
accommodate a 6Lh level spell maximum. If you run a 
variant that allaws 7th or higher-level spells, then use 
the Sorcerer's Spells per Day table from the Players 
Handbook (or the Wizard's chart if you are running the 
more difficult optian). 


Quick Skills: We deliberately shortened the quick skill 
tables to focus on the mast comman adventuring skills. 
Any of the skills listed in the Class Skills paragraph can 
be taken ac Ist level. Skills im the Quick Skill lists with 2 
ranks are cross-closs skills, which take 2 skill ports to 
advance | rank. 


Special Abilities: The magical class abilities are innate 
supernatural powers—the use of one does nat by itself 
trigger an attack of opportunity. 


SKILLS 


Skills work like they do in the Quacrows & Oracons 
rules: Roll ld2Q, add your character's ranks in the skill, 
add ary modifier for your ability score, and see if you 
beat the Dificully Class (D0C) assigned to the action by 
the Dungeon Master. 

Ifvou need more information, see Chapter 4: Skills in 
the Mayers Feandboor, This tells you just about every- 
thing you need to know about skills to play in the 
DIABLO weorll—except far important points such as 
“Shoch skulls are class skills for Diaeco |] characters?" 
and "can my sorceress really make alchemists fire?” All 
that stuff is explained below. 


SKILL DESCRIPTI@NS 


This secoon details how certain DED skills work in 
MAL IL. There's only a few of them, so if youre 
Familiar with the skills in the Player's Handbook, these 
rire: Ens, 


Alchemy (Int; Trained Only) 
Alchemists roux slrange ingredients in secret ways to 
make Magic SUDSTances. 

Check: You can identify and make alchemical 
iLerms. (Same are described in the Players Handbook 
Table 7-9: Special and Superiar Items.) To find hew 
much lirne and material it takes to idenuly or make 
an alcherrmeal rem, use the Difficulty Classes given 
here and the rules for making things from the Craft 
skill description. 

The OM may let the alchemist perform other alchem- 
ital tasks, such as identifying an unknown substance or 
4 poison. Doing this takes I hour. 

Retry Restrictions: Yes, but failure rums che raw 
materials—the costs must bé par acain. 

Special: ‘You must have alchemical equipment to 
make or identify an item. Ifyou are working ina city, 
Lhis counts as part ef the materials cost, but alcherni- 
cal equipment is difficult or impossible to corme by in 
some places. Buying and maintaming an alchemuist’s 
lab {see Miscellaneous [Lem in the Player's Aardbook. 
Chapter 7: Equipment) gives a +2 circumstance 
bonus ta Alchemy checks, It does not attect the cost 
ofilermns you make. 


Task DC Cost/ Attempt 
Identify substance 25 | gp (20 ep to take 20) 
Identify potion 25 | ao (20 ep to take 20) 
Make antitoxin 25 See Craft skill 


Craft (Int) 

Craft covers a mumber of separate shalls. You are 
trained in one craft, trade, or art such as armor 
smuthing, bower (bowmaking), blacksmuthing, car- 
pentry, fletching, gemcutting, leatherworking, 
locksmuthing, trapmaking, weaponsmithing, and sa 
forth, Fer instance, you could have the skill Crafe 
{trapmaking). ‘Your ranks in Lhat skill won't affect any 
checks you make for blacksmithing or leatherworking. 
You can have several Craft skills, each with its own 
rank, each purchased as a separate skill. 

Repairing Items: In Khanduras, only non-adventuring 
artisans have had the time necessary to learn the 
skills required toa make iterms from raw materials. For 
adventurers, the Craft skill is specifically focused on 
repairing damaged equipment. Most Crafts require 
tools (cost 5 ap). 

Check: Repairing an item costs an adventurer 
nothing, and takes little time. The OC is the number 
af Durability points the item has lost from its current 
maximum (see Darnaginig [ters in Chapter Two: 
Equipment). 

On a successful check, the item is restored to one 
point less than its former maximum Durability. Qn an 
unsuccessful check, the iter is restored to Id4+| 
paints less than its former maxirrurn Durability. In 
either case, the itern’s Durability aller the check becomes 
is Tew Pair. 

Retry Restrictions: Yes, but remember that the 
item's maximum Durability drops with each attempt. 


Knowledge (Int; Trained Only; See Special) 
Like the Craft and Profession skills, Knowledge actual 
ly encornpasses a number of unrelated skills. Knowl- 
edee represents a study of same body of lore, possibly 
an academic or even scientitic discipline. Below are list- 
ed typical fields af study, With your DM's approval, you 
can invent new areas of knowledge. 


* Arcana [ancient mystenes, magic traditions, arcane 
symbols, cryptic phrases) 

* Architecture and engineering (buildings, aqueducts, 
bridges, fartificatians). 

* Geography (lands, terrain, climate, people, custerns). 

* History (wars, colornes, rugralions, founding of 
cities). 

* Local (local legends, personalities, uihabitants, laws. 
and traditions). 

= Nature (plants and animals, seasons and cycles, 
weather), 
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¢ Nobilixy and royalty (lineages, heraldry, customs, an occupation is a service industry, its probably a Pro 


farrily Lees, mottees, personalities, laws), fession skill. lf it’s in Lhe manufacturing sector, it’s prab- 
* Religion (gods and poddesses, mythic history, ablya Craft skill. 
ecclesiastic tradition, holy symbols). Check: ‘You can practice your trade and make a 


decent living, earning about hall your 
check result in gold pieces per week 
of dedicated work. You know how 
to use the tools of your trade, how 
to perform the profession's daily 
tasks, HOW LO SUpervise UnLrained 
helpers, and how te handle corn 
mon prablems. Fer example, a 
sailor knows hew bo te several 
basic knets, haw to tend anc 
repair sails, and how to stand i 
deck wateh at sea, The DM sets 
Mls for specialized ta ska. 
Retry Restrictions: An attempr to 
use a Profession skill to earn an income 
cannot be retried. You are stuck wath 
whatever weekly wage your check 
result. breuhit you (Another chsh 
can he made after a week Lo decer- 
rrone @ oevw income for the next 
period of time.) An attempt to 
accomplish samme specitic task can 
usually be retried, 
Special: Untrained labor- 
ers and assistants earn an 
average of | gold piece 
per cay. 


FEATS 


A, feat is a special feature 

that gves a character anew power or 
improves one he or she already has. 
The Feats table lists feats available in 
the world of Khanduras. This table 
replaces Table 5-1 from the Players Aandboor for 
Diasco tl characters. Feat descriptions are found in 
Chapter Five of the Players Handbook. 


Check: Answenne a question within your field of 
study has a DC of 10 (for really easy questions), 15 
(for basic questions), or 20 to 30 (for really tough 
queso). 

Retry Restrictions: No. The roll represents what 
you know, and thinking about a tapic a second time 
doesn't let yau know something that you never learned 
int the: First place. 

Special: An untrained Knowledge check is simply ari 
Iitellivence check, Without actual training, a character 
only knows common knowledge. 

































Profession (Wis; Trained Only; 
See Special) 

You are tramed in a livelihood or protes- 
sional role, such as apothecary, boater, 
bookkeeper, brewer, cook, driver, farmer, 
fisher, guide, herbalist, herdsman, innkeeper, 
lumberjack, muller, miner, porter, 
rancher, sullor, soribe, stable- 
hand, or a tearnsber. 


ally a number of separate skills. 
For example, you could have the 
skill Protession (cook). Your ranks 
in that skill don't affect any checks 
you happen co make for rnilling or 
murung. In fact, you could have 
several Protession skills, each 
with its own ranks, each pur- 
chased as a separale skill 

While a Craft skill represents 
skill im creating or making an 
iLem. a Profession skill repre- 
sents aptitude in a yocwoon 
requiring a broader range of 
less specific knowledge. Te 
draw a modern analowy, if 
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Skills 


Skill Amazon Barbarian Necromancer Paladin Sorceress Untrained Ability 
Alchemy x x a x a Me rit 
Arumal Enupathy x " = x x Mo ("ha 
Aerie a 7 “= = ‘Yes lit 
Flic” . * 7 * z “tes Cha 
Ghat " rr] ] * " Yes ie 
Conienlra let 7 : * * * ce Con 
Crate * t o : ‘Yes Irak 
Deciphes Sceict .y x x F * In Irak 
Digussrriacy ce * ' " . ‘Wes Ona 
Disable Device c * x # 7 Ain Int 
Disguise: * 7 7 * 7 ‘Wes (Cha 
Escape Arvest * . . * * Yes Dex 
Barvery \ . = = * Wes Irtt 
Gather Informacion . 7 * i . Wes Cha 
Handic Anemal * a - " * Palins (ha 
Hiss t . . a 7 Yes Wis 
inte . ‘ . . . Yes Dios! 
lrnewends . . J - * ig be Wis 
lithireadabe # 7 = 7 | Yes Tha 
Intum Durection ‘ * * 7 ' Io Wis 
Juma ' " ee: " . ‘es SLr 
Kirienerheduis [arcarta} F # |] = a Plea lint 
Enswledoe (religion) . + ‘ . 2 Pa lint 
Knowledge (mature) * . . x * ib) rir 
Knowledge any) * * * o ie bs lrit 
Listeat . * . * t ‘Tes Wiis 
Power Silervtlhy r * . . : ‘Wes Dex" 
ipo Leck a * s i . Aha Lhe 
Per ficerr: “ 3 : * L ‘Yas. Aa. 
Pie PaukeL " ' . * 7 hia Dies: 
Profession * * ‘ e . Ma 1s 
Reac Ligs # x * Fi Fi Me Irut 
Pisce: £ * . + . Yes Diese 
Bary # x + * = ‘hss Init 
Searls o * * t_] * “ies int 
Sense Motive * . * - . Wes W's 
Speak Language = 5 * : * Mo _ 
Spelleratt x x * x t Me Irv 
Spat . * . . 7 ‘Yes Wis 
Sawant - " a a | ity “tr 
Turretales 7 * . a r Hes Dex: 
Lise Rene F * : 7 : Yes Lies 
Walk’ Fightrape * . . . * Yes Ben’ 
Wilderness Lore r * ‘ " * Tes Wis 


@ Class sholl # Cress-rlass ski 3 You can't bury thes skill because iL is ecclusive to another class. 
Untrained: Yes: (he shill can be used untrained. That is, a character can have zero (0) ranks in this shill bee cars rralee shill checks mor- 


malhky Mes You cant use the skill umess you have at least | rank 
Your armor check penalty, ary also apples. 
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Peat 

ACerirnens 

Acnbicexterity 

Armar Proficiency (ight) 
Armar Proficiency (mescdiim) 
Armor Proficiency (heavy) 

Blind-Fight 

‘Somber Casning 

Combat Ketlemes 

Lioclige: 
Metality 
Spring Attack 

Endurance 

Exetic Weapon Prafesaney” 

Fgper diet 


Wehurkwctdl Avctack 


Sreat Fortitude 
Ireprowed Cricical 
Irae lmitiatine 
Imprevced narmend Strike 
Deflect Ayreon 
Stunning Fist 
Iran Wel 
Luhtning Reflexes 
Martial Vveapon Proficiency” 
Pout Blank Shoe 
Far Shot 
Precise Shot 
Ragml Sli. 
Shot on the Furs 
Power Attack 
Cleave 
firipaizvecd Paul! Rash 
Sure 
Comsat Clea 
Quick Draw 
Pour 
Shiekd Proficiency 
Shall Fees, 
Spell Focus: 
Toughness | 
Tere-VWeaoon Fighting 
Impeoved ‘Tweo-VWWeapon Fighting 
Weapon Finesse: 
Weapon Focus 
Brew Potion 
Sari Scroll 
SilereL Spell 
Spl Spell 
Spell Mastery 
Weapon Specializabear: 


Feats 

Type 

Oeneral 
Deneral 
eneral 
Oereral 
Gerseral 
Gervenal 
Grrrl 
Cerssral 
Gnrasnal 
Oeneral 
Oeneral 
Oeneral 
General 
General 


General 


General 
General 
General 
General 
General 
Oreneral 
Oenercal 
Cereal 
General 
General 
General 


General 


General 
General 
General 
(neneral 
Reneral 
iseneral 
General 
General 
Caen eral 
Cratieral 
General 
Craneral 
Ceneral 
Ceneral 
Crertersl 
General 
Ceneral 
tem Creation 
ltem (oreation 
Metamagic 
Pletamagic 
Special 


Special 


Prerequisite 
Dex 154 
Str 101 Bees 


Str (34. Armor Proficiency (light) skill 

Sir 16+, Annor Proficiency (light, mediion)-skill.. 

Dex [3+ — 

Dew 13+, Dodge 

Dex (3+, Dodge. Medility, base attack 44 

Ras attack +1 

Int 134 

Int 13+, Expertise, Dex 13+, Doxdee, Mabiity, 
base attack +4, Sprinp Atiack 


Proficeent with weapon, base attack -4 


Dex 134, Improved Unarmed Sinke 


Dex 134, Improved Unarmed Strike CREM ners 
i cee 
Paint Blank Shiat 

Porat Blank Shet Siac : 


Paint Blank Sheet, Bex 14+ 
Point Blank Shot, Dex 14+, Dodge, Mobdicoy © -22-- 
Str 14- 


Str (Se, Power Abtads co SE 
Str 13+, Power Attack 

Str 34, Power Attack 

Str 13+, Power Attack, Chae. hase atLack ye 

Base attack || Se ; Saco a 


ar Pi 
Twia-Veapon Fighting, Ambidexternty, base attack +9 
Proficient with weapon, base attack Jor higher 
Proficient with weapon, base altack 11 or higher 
Seeelleasber find lewel + Been sean 
Sexelliasber lst lewel + 
Wiieard 
Fighter “ith leseel + 


“You can gain this feat multiple times. Each time you take the fear, it agplies toa mew weapon, school of magic. or selection of spells. 


“You can gain this feat multuole tows. Its effects stack. 


26 


CHAPTER TW@: EQUIPMENT 


Without éequipment—especially weapons and armor— 
adventurers in Khanduras aren't going te get very far. 
This chapter is all about the items that youg charac- 
ter carries, and how long these iterns can be expect- 
ed ta last. 

Mest equipment of DiAgie II is identical to the equip- 
rrerit in the DUNGEONS & DRAGONS Players Fandbook. 
In some cases, che name 
armear means something different. Use Chapter 7: 
Equipment af the Player's Handhook for buymg corn- 
man goods and services. For everything else, keep this 
book hancly. 


Starting Package or Starting Money? 
The starting packages in Chapter One do most of the 
work for you, including telling you roughly how much 
gold you have left after buying your slarling equipment. 
IF you want to choose equiprnent, youll need to know 
how much money your character has. 

lf you don't use your character's Starting Package, 
assume you have 24x10 op ta buy equipment fram the 
Plavers Oandbook and the lists below. 


DAMAGE T@ EQUIPMENT 


Players of the DLAGLO computer games may be a bit 
pleased to see that DED weapons rarely wear out or 
break —ar least, nowhere near as much as they do m 
Khanduras. For Divsig fans who muss that aspect of 
Ine game, each of the items on the Weapons table and 
Armor table has been assigned a Durability score 
(Dur, The first number is the items hardness—how 
much damage it ignores when subjected to poterttial 
destruction, The second number is its Durability points. 
When an ttem takes more damage than it has pours, 
it's destroyed, or at least useless. 

Note: To give Lhe proper werht to DIABLO Il Dura- 
bility. multiply DE-D mem hit points by 3. Do not adjust 
the hardness raciuws. 

Weapons: A weapon that deals more darnage than 
its onan hardness rating is pushed ta the lirnits of its 
strength. For every 2 points of damage the weapon 
deals over its hardness. it loses | point of Durability, 
(Remember that damage modifiers tram Strength apply 
toward & weaoon's damage.) 

Pyample: A oaul that deals 1] points of darnage in one 
attack has exceeded its hardness rating by 6 points. It 
lases 3 ports fram its Durability rating. 

Armor: When a weapon deals damage to an 
armored character, randomly determine which piece of 


of a weapon or a piece of 


armor took the damage (armor, shield, helmet, belt, 
gloves, beets). For every 2 points of damage the 
weapon deals over the armor'’s hardness, the armor 
loses | point of Durability. 

Exornple: The same maul, dealing || paints of damage, 
strikes a character wielding only a kite shield as arrnod. 
The damage has exceeded the shield’s hardness of 3 by 
6 points, so the shield loses 3 points of Durability, 

Effects of Damage: VWvhen an item has sustained 
more than half its Durability in damage, it begins te be 
less effective. At one-quarter Durability, the itern is 
nearly ineffective. Use the unadjusted damage nurnber 
for figuring Durability effects. 


Item 1/2 Dur. L/4 Dur. 0 Dur. 
Weapon —| Dime. -—3 Dme. estroryecd 
Armor -| AC 3 AC Destroyed 


“Arovor AND rating dees mot acdjust past (0. 

Repairing Damaged Items: A damaged item can 
be repaired by, anyone with the appropriate Craft 
skill. See the Craft skill in Chapter One for more 
information. 


Random Item Damage 
You can use this table to pick an item to be damaged 
(for example, by an acid beast attack). IF you roll an 
itern the character doesn't have, use the item wath the 
next higher number that the character dees have. If 
none, no item is damagect. 

Optionally, the DM can decide that a eritical hit darm- 
ages an iter in addition to dealing damage (use the 
DIABLO durability rules). 


id20 Roll ‘|tem Affected 
|-2 Boots 
3 Primary weapon m hand 
45 Sash, Belt, or Girdle 
6 Buckler or Shield (or second melee 
weapon in hard) 
18 Gloves, Gauntlets, or Bracers 


o Rags, Cape, Cloak, Robe, Arrner, Breast 
Plate, Mail, or Plate 


1-11 Cap, Mask, Helmet, or Crown 

[2-I4 Primary weapon un hand 

LSAT Buckler or Shield for secand melee 
weapon in hand) 

[8-20 Rags, Cape, Cloak, Robe, Armor, Breast 


Plate, Mail, or Plate 
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P@TI@NS 
Each potion imbibed has the indicated effect. You can drink 


as many of these potions as yau like without penaley. 

Fealirg Potion: The staple of many adventurers’ gear, 
each Mealy potion (a soele dose) restores lost hit pounts 
up to the acdventurer’s maximum. “4inar bd4+1; Light 
2d8+3; Heating: 4d8+7: Greater: d+) 2; Super: 8d8=+15, 

Mona Potion: What Healing potions do for hit 
points, Mana potions do for spells. it dees mot grant 
spell levels beyond what the caster can cast. Minor: | 
level: Light: 2 levels: Mana: 4 levels: Greater: 6 levels: 
Syuoert & levels. Thus, a Mane potion restores one 4th- 
level spell, or a Srdevel spell and a Ist-level spell, or 
hwo 2nd-level spells, or four Ist-level spells. 

Rejuvenation Potion: Combining the effects of the 
healing potion and the Mana potion, a repoveriation 
potion restores ld#+] lost hit pamts, and up to 3 prewi- 
ously cast spells—boath up te the adventurers maximum. 

Pull Renwvenotion Potion: Afiaiinejuvenction potion heals 
all the user's damage and restores up to 9 spell levels. 

Stamina Potian: Ay single dose of staming potion 
removes any fatigue effects the character is suffering. 

Pall Sterna Pouon: A single dose of full starrer 
poo? acts as a stamina potion and makes the user 
immune te fatique for 10 minutes. 

Poison Antidote: A single dase of antidote restores 
jcht=1 paints of any ability score flowered che to the 
elects of poison. lt cannmet restore the ability bo more 
thant the origireal score. 

Poll Anudote: A since dose of full antidote completely 
restores all ability score losses due to poison and neutral- 
mes any poeson currently in the character's system. 

Eliarst in Khanduras, alchemists have created 
Potions Usat termpararily increase the imbiber’s abili- 
ties. Six elixirs exist one each for Sireneth, Dexterity 
Considatron, Infelleence, and  Cherrisrria, 
These temporarily increase the appropriate ability by 
2 points tor 24 hours, While elixir effects of the same 
Lype do not stack, there is mo lirmt te how marry elixirs 
a user can imbibe in the same one-day period. 


tecarri, 


Grenadelike Weapons 
These weapons require no proficiency to use, Attacks 
with grenadelike weapons ane ranged tovech attacks—the 
larget's armor bonus, shield bonus, and natural armor 
bers do not apply. For a miss, roll 1G for how many feet 
trom: the target the weapon lands and add +1 feet for 
every [0 feet the weapon was thrown. Roll id& to deter- 
roe the direction of the muss: | ona, 2 bongy'right, 3 recht, 
4 shert/right, 5 short. 6 short/left, T left, § long/left. The 
weapon splashes tram where it lancls. 

Exploding Potwemn: This pouon shatters on impact, 
exposing the explosime abchemical mixture within to 


the final necessary ingredienl: air {see Grenadcelike 
Weapons lable for effects). This potion has full effect 
on creatures resistant to Tire. 

Fulminating Potwon: Composed ofshighly .caustic 
compounds, this potion scatters a paver fol eed on 
impact. The acid continues to burn whatever :t couch- 
es for the next Id4 rounds, deahrie echer ldG poncs of 
acid damage (to things directly struck) or } point of acid 
darmiace (to things splashed), 

Choking Gas: A creature that: inhales this was Is 
allowed a Fortitude save (1 15). Pthe save_fails, the 
creature takes Id4 points of ternporary Constitution 
damage and the gas dissapates. A creature that iinales 
the gas again before fully recovering this loss is must 
successfully save again or take [dé more points of tem- 
porary Constitution damage, 

Rancid Gos: A creature that inhales this gas is allowed a 
Fortitude save (DC 12). If the save fails, the creature 
takes | point of termporary Constitution darnage and-the 
gas chewpates. A crealure thal whales the gas again before 
fully reaceverme this loss i must successfully Save agacn ar 
take Idd more pots of temporary Constitution damage. 

Strongling Gas: This is the most foul alchernical gas. 
A creature that inhales it is allowed a For liitude save 
(DOC 18). IP the save fails, the creature takes 2¢4 tem- 
porary Constitution damage and Use gas dissipates, Ay 
creature thar inhales the gas again before Fully recow- 
ermng this loss is must successfully save again or jake 
2d4 more points of temporary Constitution damage. 

On: This bottle of fammable oil is meant to be urbe at 
a target creature. Preparing the flask is a foll-round acuor, 
and HS of the tre the ol fails to nite properly and is 
wasLled (gee Grenadelke Weapons table for effects), 


Fatigue (Optional) 

Characters become fatiqued by doing thenas thar: mane 

them tired: A. Fortitude save can be used as aw check for 

fatigue. The DM decides if a check is necessary, ane can 

adiust its difhculby by assgrung a bagher or lower DX. The 

DM rrayit ewe characters check aganat fatigue vehen they: 

« Engage in extremely strenuous physical activity for 
more than a full minute, 

* Lack sufficient food, water, or air, 

* Are exposed to excessively hot or cold emviren- 
ments without adequate parca Les: Liar, 

* Are exposed to any other condimon maveht cause 
them to become tired, 


Fatigue Effects: Fatigued characters cant run-or 
charge. They also suffer a —2 penalty to Strength and 
Dexterity. In the DIABLO world, fativue effec a 
away wilh 10 muinutes of rest, or when the character 
uses 4 slarnina or full stamina potion. 


Potions and Elixirs 


Taunt Healing 125 op Super Mana. 
Logit Mane 125 go Repuresnation 
Hesaliru 250 an Full espivertiation 
Ml aI ah A] pte] Sy barra 1 
Super Healins, S00 os 

Grenadelike Weapons 

Weapon Cast Direct Hit 
Exploding” 100 ap 5d6 
Hulriirtatina: 25 op 16 
Gas, Cheking 100 gp special 
as, Rancid SU op special 
Gas, Strongling 504) gp Spence 
Cal | zo ligt 


SOO gp 
300 gp 
1 CHOC pays 
P50 aes 


Splash 
idé 
I 
special 
special 
special 
| 


Full Starruna 
Auniticteabe 

Full Aritickete 
Elixir 


Range 
lnerement 
10 fit. 

10 ft. 

10 fe. 

10 fr. 

10 fr. 
Wf. 


GOK gps 
250 gy 


500 op 


2500 op 


Weight 
List Ib. 
1 14 Ib. 
Lf Ib, 
1 Ls |b, 
1 ER a, 
1 is-b 


“This weapon deals “spkesh” cerrgye te all creatures within 3 feet of the poo oF onpact. Fulrimauing potian lasts ld4 rounds. 


Weapons 
Simple Weapons—Melee 
Weapon Cost Damage Critical 
Unacred Attacks 
Cauntler 2g Id3 xe 
Strike. unarmed — 133 ae 
Tir 
Dagger (D1 5 ap ld4 19. 
Dirk (Dy 1D pp dé 202 
Kris (BD) 20 ap Ida 19-23 
Small 
Blade (Di 70 as ide HL 20m? 
Maze, Light (M1 10 ex ide “2 
Wand (57) 10 ap id3 xe 
Wand, Yew (ST) 30 pp 1d3 x2 
Wand, Bane (5ST) ad ep 1a “2 
Wand. Gro (51) 100 ep ict me 
Medinei—Size 
Clubs (M1 bow 1dé “2 
Club. Spiked (M4 Sap dé “3 
Morning Star (M3 AO ea 18 xe 
Spear, Short fi) fQlen 1c pice 
Staff. Short! (ST) 10 op ict x? 
Larce 
Peles! {Pel} 100 ge did we 
Maul, “oreat (41) 250 op 2d6 x 
Stat Lona ¢sT) AQ) sags 1dé xz 
Statk Graded (5T| 50 ao Peta xz 
Start, Battle (5 1) 10 gp 2d4 x2 
Sta War (ST) 700 op 1dl0 x2 


29 


Range 


Increment 


Weight 


2 lb. 


=— 


1 Is 
2 |b. 
2 Tb. 


2 Ib. 
6 Ib. 
| Ib, 
| Ib. 
1 Th. 
| Ib. 


4 lip. 
5 lh, 
3 lb. 
3 bss. 
3 |b 


25 Ib. 
30 Ib. 
G Ik 
& Ib. 
& Ib 
10 Ib. 


rr 


Type 


B 
B 


RF 


Ger 
7 


ao 


sss = | 


Bur 


‘Wares 


mya 
10/6 
MG 


Bou 
5/30) 
Ba 
eid 
Zia 
2/6 


415 
4/15 
ayfl5 
6fiS 
4a 


3/40 
lOve 
bf Lz 
6/15 
Bed 
loy24 


Simple Weapons—Ranged 


Weapon 
Tiny 
Frife, Balanced (D T} 
Knife, Throwsng (D. 1) 
ll 
Crsabow, Light (Bi 
Bolts’ (per 10) 
Javelin, Light (J.T) 
Mleacdurri Sie 
Crossbow, Heavy (EB) 
alts (per 10) 
Paturnit(d, T) 
Glave, Light (3 
Spear, Vhrowing (J, 7) 


Martial Weapans—Melee 


Weapon 
Simall 
Awe. Hand (Al 
Sacard, Skart (5) 
Medium-Size 
Axe [AY 
Ace, Duuule (4) 
Axe, Wer 1A) 
Falchion Light (5) 
Fail’, Lok (M4) 
Fick, Miltary (4) 
Saber (3) 
Scepter [hei 
Scepter, Grand (M} 
Scepter, vWlar (M1 
Sernimar (3) 
Shield Spake (see Shields) 
Bwiorth Beoad (5) 
Saweered, Comyatal (2) 
Sword, Long (3) 
Sword, Wear (5) 
Wer Haanirreer im} 
Lar pe: 
Ame, Pleavy Battle (A) 
Pus, Brnacd [Ad 
Axe, Giant (AJ 
Aue, Cireak fs) 
Axe, Large (A) 
Barker (FY 
Brarelisiock (ti 
Clavgrriesres (5) 
Flamberge (5) 
Halberd’. Heavy (7) 
Piles", Heaney (FY 
Poleaxe! (PF) 
Soy thee {Pi 
Soythe, Witar Py 


Spear, Long i 


Cost 


3.pp 
2 ap 


1 gp 
Tap 
2 Ep 


150 ap 
L ep 
Sap 
4 ep 
5 ep 


Cost 


10 ep 
ig 


20) gp 
40 op 
100 ep 
30 ep 
SQ) gp 
40 ap 
50 ap 
20 go 
0 gp 
[50 gp 
20) gp 


Ta gp 
SO op 
{00 op 
200 ep 
60) ap 


250 ap 
200 gp 
450 wa 
350 gp 
HOD ep 
20) ay: 
100 ap 
150 op 
SOO gaye 
200 gp 
200 gp 
SQ gn 
40 op 
SOO ep 
AQ ap 


Damage 


Id4 
his 


1s 
iid 
10 


ld 
1 
df 


La 
idé 
Ili 
dé 
ld 10) 
1d 


edo 
bcll2 
2010 
208 
och 
Ide 
206 
ea) 
2d8 
2d 
2cb6 
Zd4 
204 
26 
ede 


Critical 


1-20 xe 
[9-20 face 


IS-20 xe 


me 


ISO 2 


2 
ne 


Critical 


«3 
19-202 


oh 
x3 
“3 
B20 x? 
me 
Fa 
P20 et 
x2 
“a 
me 
[#202 
xe 
ene 
LB-20es 
era We ea 
eer aad 
x3 


Fe 
“3 
xo 
ae 
ea 
«3 


wa 


Range 
lncrement 


10 ft. 
1) ft. 


a0 ft. 


4 fr. 
b20 ft. 
20 ft 


LO ft. 
30 Fr. 


Range 
Jnerenent 


Weight 


1 Ib. 


6th. 
| lh. 
| ik. 


% th. 
1 Ib 

4 Ths. 
dikes. 
3 libs. 


Weight 


2 Ib. 
lk. 


4 Ib. 
F Ib. 
Lt) fe. 
6 ib, 
4 ih. 
6 |b, 
4 Ib. 
6 Ih 

& Ib. 
é Ib. 
4 lbs. 


5 fh. 


5 ih. 
4 ib, 
4 Ik. 


8 lh 


lS1k. 
15 Ibs. 
#8 Ib. 
20 Ik. 
[# th. 
10 Ib. 
15 Th. 
100 Tks 
[3 Ib 
15 Ik. 
13 Ibs. 
15 Lo. 
fi Ha. 
15 th, 


9 ibs. 


Type” Dur 
F EE 
ieee cceae te 

“Pe 46 

EY 

P 2/3 

op “B30 
= 212 
2M 

rs 2i4 
P 2A 

Type” Dur 
s “56 
Pe 
§ Sarl Ge 
5 BAS 
5 40,18 
E aS 
Be. Ses, Bae 
F bla 
% _ yl2 
B ols 
Boog eA 
B asa 

RES ONG 
FP =e 
Sosa IS 
5 12 
sogtamas 
5 las12 
Bis gS 
See N24 
5 1s 
ges eeea aR 
S “152A 
gma 
5 Aizd 
Pe coe Pavan 
au aes 

ae tOraO 
aS evan 

Po Reece wed 

FS ari 

Soe ee 6/30 
PS ihre 

Scene RS 


Seetum (Ji 
Swaarcl, Bastard (5) 
Sword, Giant (5) 
— Sword, Great (5) 
Sword, GecsHanded {5} 
‘ Tedient {cl} 
Voulze {P} 


Martial Weapons—Ranged 


Weapon 
Sina 
Aoce, [reais 1A) 
Medin-Sive 
Axe, Balanced 14) 
Beay, Short” {BI 
Arnws (per 20} 
Brw, Hunter's (By 
Aries (per 20} 
Bese. Short Battle 1B, S+1) 
Arras (per 20) 
Bow. Short-VWar {B, 5+2) 
Ariws (per 20) 
Laret 
Longbow (B) 
tow (peer 20 
Bona, Compesite (Bi 
Arrows Goer 20) 
Gens, Lory Rath: (B. 5+ 1) 
Arrows) (per 20) 
Litas, Li War [F, 5-2 
Arrows, (per 20) 


1200 pps 
250 op 
20 gp 
SH yp 
100 ape 
HU gp 
AL) eps 


Cast 
aen 


4 gp 
AD) gp 
| ap 
30) ap 
l en 
50 ap 
| gp 
250 ey 


l gp 


T5 en 
| gp 
LO0 gp 
1 ape 
300 gp 
1 gp 
500 aps 
| ap 


Dell 
dé 
Zd6 
210 
110 
Id lz 
a4 


Damage 
1ch4 


did 


Id 
dé 


We 


itt 


la8 


Id8 


IL 


— 


xd 
[9-20 x2 
[9-20 es 
eer eed 
(9-202 

xe 

x4 


Critical 


x 


wa 


att 


oa 


xl 


Weapon Types: AsAsc, AoA [-Greuer, MoMans, J-Jlbevelins Spear, 
F=Poearm, S=Svaon, S7-Stat, T=Thrwen. The Mage bem Chapter 
STOUBS Vea cenns One Ly pie. (Alse> rule Lee Wile o07 Us tale are bearer 


versions, ad nay vary fran slarkcdend) O&O weapons. | 


. . . 7 
See the Gesiipian of this weapern Aor special rales. 


“Ahern bens types are heted, the weapon is both types. 


E . oc is 
Lhe weapsan deals sutsdia! dacmage rather Utari ciremal carriage. 


Keach SAME TPIT. 


rahe WEP 


* Double damage faelws. a charge (ready action) 


a1 


Range 
Increment 


10 fr. 





15 Ik. 
10 1b. 
15 Ib. 
15 fh, 
15 Ib. 
15 Ib. 
15 ih. 


Weight 


2 |b 


4 |b. 
2 Ib 
3 lb. 
2 lb. 
3 lb 
2 tb. 
4 Ib. 
2 lh, 
dh. 


Jib, 
Sib. 
3 Ib. 
34 |b. 
Jib 
3 Ib. 
4 Ib, 
31k. 


‘ : a 
21 LA bo 
a) 


Type" 


Ue | oo | oo a Sun uw 


aid 


OvL5 
ine. § 
IC/ 30 
yan 
ly24 
Poa 
Ast 


Dur 


Ta 
“, 
7] 


is 


arm 
ase 
ase 
af 
aio 
4i|2 
2/2 
BAS 


Bia 


29 
zy 

a2 
ate 
4/15 
2/2 
5 : Ll a 
of? 


Armor 


Armor 
Wraps, 
Cape 
Cloak 
Rags 
Roo 
Laghe Arcricr 
Leather 
Leather, ard 
Leather Studded 
Cruilted 
Pelee Auris 
Rreast Pate: 
Chan Lal 
sane P'lail 
Scale mail 
lee! Aor 
Ancen: Armor 
Field Flate 
Frill Plate Mail 
Gothic Place” 
Plate Mail 
Splint Mail 
Shields” 
Piracdslier 
Shielc?, Bore 
Shield, Gothic 
Shield, Kine 
Shield, Large 
Shiesd, Small 
Shield Spvikeed TT 


Arner 
Cast 


5 
IS gp 

| gp 
20 ao 


gn 
Wen 
50 ey 
2) By 


YOU gp 
150 gp 
100 op 
120 pp 


3,750 op 
2,QU0 ap 
5,000 gp 
4,000 gp 
OD pepe 
250 ap 


I0 gp 
150 ep 
BON urs 
20 gn 
20 ap 
L535 
LOU op: 


Shield, Tawer (Small) 250 op 
“Wraps ané oot cumulative with annor. 


“Whea sunning in heavy acroor, you move only ciple your speed, nat quadrucl 

Shields oegate Hand Protector partial aor. 

Cannot cast spells warh somatic components while wear. 

When a spherd shotkd is used ina shield bash, itis a marbtal peercing weapon that deals Idé pamis al clarnage (x2 eric} 


Max. 


Bonus. 


+5 
+5) 
4 
4 


+3 
+5 
+i] 


+10 


+3 
ti 


ta 


tz 
+| 
+2 


+4 


Aurciar 
Dex 
+6 
+4 
Gs 
+h 


+5 
+5 


+l 
a | 


+ 


Spell 
Check Penalty 


4a de dee 


a] 


a2 


Failure 


LO 
13h 
[5 
pe 


25% 
30% 
| 
25% 


405% 
355% 
35% 
40% 
40% 
40% 
5% 
1% 
13% 
Lahn 
| 5S 
a 
Lok 
250 


—Speed— 
(20 ft.) (20 ft.) 
AO ft. 20) + 
AD it. EO. 
Ch Ft. 20 TL. 
Sth Ft. 20 TL. 
30) FL 20 ft. 
50) ft. 20 fk. 
30 ft. 20 ft. 
30 Fr. 20 Ii. 
AO TL. 15 Ft 
20 tk. (5 ft 
20 fk. 5 it 
PU. eae 
15 A. 10 fi. 
20 fi. 15 tk. 
zo ft. 15 ft. 
13 fh LO fr, 
Lott. if. 
20 7 15 ft. 


Weight 


2 Ib. 
# Ibe 
ik. 

2 lb. 


15 Ib. 
25 ib. 
20 Ib 
IC tk 


31 Ik 
10) Ibs. 
35 Ik. 
5 Ip 


fi Ibs. 
5D Lea. 
Be) Ea. 
55 fb. 
50 Ib: 
45 Ib 


Ibs. 
Ib. 
1Olk, 
[bes 
LO tn 
6b, 
TE, on 


25 ee 


a5 
AQIS 
abet 
Ailz 


Lr) 
a2t 
aha 


aa 


ee 
[3i4e 
[of42 
La aie 
Lore 
BY24 


5/15 

Be24 
Oca 
O73 
neat 


os a0 


Med 
a0) 


Partial Armor 


Partial Armers 
Head Protection 
(lao net 
rowan 
Helm 
Helm, Bane 
Helin, Ful! 
helm, Great 
Mask 
Skulk Can 
Hand Procestion’ 
Crauretiets 
Caurtleets, Laght 
Calas. 
Gloves. Chain 
Clases: Heavy 
Foot Protection 
Baits Chan 
Banat. Fleawy 
lawl. Leather 
Boots. Light Plate 
reas 
Belts 
Felt 
Gelt, Flea 
Belt, Light 
Belt, Plate 
Sash 


"Blot cuombetre wich accom Plan Protection is also met cunulateye 
wich skogld. Gaps, hats, gloves, leather boots, amel saushues are allsce mt 


curmtulalows saclk cote par lial ares. 


Armor 
Coast 


3 gp 
{50 ep 
15 gp 
100 gp 
30) ays 
50 op 
20 ap 
iO) gr 


a0) yp 
20) ap 
ago 
lo Eo 
en 


1 ep 
10 gp 
5 25 
20 gp 
Wen 


15 ep 
ZU po 
IO gp 
20 op 
4 gp 


Max 
Banus 


+| 
+3 

il 
+3 
iz 
+4 
+| 
+l 


re 
il 
+| 
+!| 
+1 


Armor 
Dex 


+10) 


ph 


Spell 
Check Penalty 


33 


Failure 


5% 


10% 
15% 


be rd 
af 


13% 
10% 
I% 
15% 


ba 


Ath 
LOR 
2% 
3% 


Speed— 


(30-.) 


(20 Ft} 


Wreizhit 


1 Ih. 
3 Ib. 
3 Ib. 
G Ib. 
8 lb 

101 Ik. 
2 Ths. 


2 Ih. 


3 Ib 
dik 
Die, 
3 ks. 


2 Ik. 


& Ibs. 
‘tik 

? Ih, 
& Ibs. 
10 ts. 


2 Ib. 


2, 


Jib. 
I Ik. 





mo ES pe 
ae 
| 


La in = 
ti 


[Sa5 
viz 
2/5 
ae 


45 


Bf 
Aa 
2/6 
hole 
i515 
5/9 
ayl2 
46 
15/15 
2/6 


J | k i ai | | =r Pi i 


In Khanduras, magic is #very- spells with a common thermne— 


where, Necromancers and sor- 4 Abbreviations: f=DED F Law, Good, Fire, and sa an). 
ceresses make an organized Glr-Gel rule = The third line shows which 


casters have access to the spell 
and the level of the spell, [he 
caster types are abbreviated! 


study of the appheations of their 
various magical fields. Amazons 
learn te apply natural magic prin- 


ciples to their battle tactics. Pal- Spells Between World (see below). i 
adins pray to their divine patron ABLO II sp ne ‘Spell level” is a measure of a 
for miracles. Barbarians wuse F : 5 spell’s power and complexity. 


"CAaracter level” ig ameasure of 
a character's power. “Coster 
level” is a measure of spellcast- 
ing ability. In the DIABLO Il game 
the last two are the same (che 
DED game allows multiclass 
characters with a higher charac- 
ter level than caster level. A 
DM might choose to experiment 
with multiclass characters in a 
DIABLO gare! 

In the DIABLO game, you cast 
spells as you pick thert—so the 
learn magic differently. Por them, necromancer and sorceress in 
it is a study of complex mystical this hook operate lke the DGD 
formulas, deswned to manipulate - sorcerer class. A DM who wants 
anergy that alters the world on a funda- ag oe ae to increase the challenge of the garne 
mental level. They control magic. may decide they act more like waz- 
Learning and using this control ards and must prepare their spells in 
requires long heurs of study and advance, This is R—it just makes 
practice, meditative exercises, and the game more challeng@ng for the 
endurance. As a result, necre- characters. 
mancers and sorceresses use spells Spell Resistance (SK): Some DED 
rather than abilities to represent monsters have spell resistance. If the 
their mastery of magic. This chap- target of the spell has this ability, the 
ter details those spells. caster must make a level check 
(1d20+level) equal to or greater 
than the monster's SR number or 
the monster is not affected. Resis- 
tance is checked before saving 
throws are rolled. 


Same DiAseo Il spells, ivclud 

ing Jightning Balt, chai hohineng, 

fire wall, and a few others, are 
so similar to standard D&D 
that the D&D text is repro- 
duced here, 


magic te emulate the abilities of 
animals. Even common farmers 
can wield the strange magic 
devices that every so often fall 
inte their hands. Magic is part of 
everyday life, 

For amazons and paladins, 
using magic isn't terribly ditter- 
ent frarn activating magic items: 
they can do it more or less at 
will, with only a short recovery 
time atterward. 

Mecromancers and soarneresses 










Using This Chapter 

The spells detailed in this chapter 
are listed alphabetically. A paren- 
thetical note after the name iden 
tifies its DIAGLO magical specialty. 
The next line gives the spells 
school of magic, with brackets 
showing the DéD clerical 
damain, if applicable (a demain 
isa list of DED specialty cleric 


a4 


SPELL LISTS BY CLASS AND LEVEL 


Sorcerer 


Necromancer 


Il 


VI 


Ampuity Damage (Mec) [Clrl [i 
Teeth (Mecl [irl] 

Bone “Artis (Neel [ole | 
Rawse Skeleton (Neel (C2) 
Dim Visian (Nec? [Clr2]h 
Weaken (Mec? [Clr2]] 

Poison Danser (Mec2 [Clr2]) 
(ore! Fxplosian {Pues [ccd “a || 
Clay Golem (Meecd, [Sor ¥¥ir4 |] 
Jron Mluden (Mec3 [lr 41) 
Terre (Mead [let] 

Rone Wall (Mood [Clryy 

Raise Skeleton (Need [Clrd]) 
Confusion (Necdt, Sas} 

Life Tap (Newt [Sar/Wiz 3) 
Paisan Explosion (Mee [Cleo] 
Bone Spear [Mees [Clrt]) 
Bleed Golem (“act [brSyi 
Aurack (Mech [Cb Sf) 
Tascrepafy (Mecd [Olrd]} 

Bone Prison (eed [Clr] 

Iran Galen (Mech [Clr] 
Liner Resstarce (Mec) [CirSyi 
Faison Merve (Neot [Clr] 
Bone Spirit (Heed [Clr7 i 

Fire Golem (Nec [Chr] 

Fhe iret (PMerests [cclrF fh 


Fire Bolt (Sos) (Sar) Vitel] 
Charged Bolt (See) [Sor/Wvize i 
lee Belt (Sosl [Sor WVvizlT) 

Frozen Annor (Sas2 [Sor WV¥izS]] 
Inferne (Sas2 [Sor WViez]) 

Static rele (Sea2 [Saori Wied fi 
‘Telekinetic Blast (Sos2 [SarfWiz al] 
Frost hv (Sia [Sar WWizd]} 

lee Blast (Sos? [Sar VW ie2]}) 

Blaze (Rea [Sow Wiz) 

Fireball (ast [Sor/Wvir3]) 

Move (Sos4 [Sears Wii |} 

Lightning Bole (S053 [Sor/V¥ie3 1] 
Shrver Accor (Son4 (Sear! Wied fh 
Fire Wall (Sas4 [Soc Wiz] 
Enchant (Ses [Sor!Wied [i 

Chain Lightning (Sos4 [Sor/Wied]i 
Teleport: Sell (heat [Sar Wiz jy 
Glacial Spike (Sas4 | Son! W¥ie4 | 
Meteor (Sos5 [Sor/Wiz5 |) 
Thunder Storm (S055 (Sor! Wiz7]) 
Energy Shoeld (Sos85 [Sars Wied J) 
Blizzard (5035 (Sar) Wiziyh 
Chilling Armor (Soc5 [Sort Wiz? |} 
hiydra (Son6 [Sor Wize) 

Frozen (rth (Sesé6 [Sor ¥Viz8]) 


SPELL ALPHABETICAL INDEX 


AymipanPy Charme: (asc) [CI 1 
Attract (Mecs (Ci Syi 

Blaze (S053 [Sor /Wyiz3]} 

Blizzard (Saa5 [Sor/ W¥iz8]) 

Aloo Golem (Mec [CRS]) 

Bane Arimnce (Necl [Cr] 

Rone Prison (Mes 5 [CC IrS]} 

Bane Spear (Mecd [Clr4]) 

Paina: Spurit (Pes [Clr 7] 

one Wall (Meed (Clea) 

Chain Lightoing (Soest [Sar Vvize)) 
Chargee! Ball (ace! [Soe/Yiz2T 
Chilling Armer (Sos [Soni |} 
Clay Golem (Need, | Sor! Viz ]} 
Confusion (ect, Sas4} 

Corpo Explosion (Mec? [Clr2]) 
Tascrepaty (Mase 5 [Clea] 

Dim VWistan (Mece [Cire ]) 
Enchant (Sos? [Sar Vvize]) 
Enerey Shieh (Se85 |Sor/Wizd]} 
Fireball {So53 [Sor/WVir3]) 

fire Godt (Ses) [Sor wwizl |i 

Fire Golem (hech [CirF]s 

Tire Wall (Sead [Sor VVizd]i 
Frast Mowa (Soee [Sar Wir? ]} 
Frozen Armor (Sasi [Sor/ Wiz 31] 
Frozen Orb (Sos6 [Ser/Wi28)) 


Glacial Sqike (Sasd [Soo ¥iz4 | 
Hydra (S068 [Sar vviz8)) 

lee Blast (saz [Sor Wiz? J) 

lee Bolt (Sos [Sar Wiel] 

Inferne (Sas2 (Sor! Wizz |) 

lron Golem (Necé (Clr?) 

Iron Maser (Ped [Clr 4} 

Lite lap (Mec4 [Sor/Wiz 3) 
Lightning Balt (Sas3 [Sor/WViz3 |) 
Lower Resist (Mecé [ClrS]) 
Mister (Sas5 [Son Vviz3 |) 

Nove (Sod [Sori Wiz} 

Porson Dagger (Mee? [Clr2]) 
Poson Explosion (Neot [Clr3]} 
Porson Weve (eed (Cle?) 

Raise Skeleton (Neel [Clr3]) 

Raise Sheletoc: Mage (Necd [Cir 
Revive (Necé [Clr7]) 

Shrwer Anno (085 [Sar/Wiz3 
Static Field (Sas¢ [Sor/Wie2 Ti 
Teeth (Neel [Clriyi 

‘Telekinetic Blast (Sos2 [Sar/Wiz3]} 
Telepart Self (Seat [Soe VV ie4 [) 
‘Terror (Mecd [Cir4]) 

Thunder Starnm (Sos5 | Sor! viz i} 
Weaken (Mec? [Cir2]) 


SPELL DESCRIPTI@NS 


Amplify Damage (Curse) 
Mecramancy [Death] 

Level: Nee | (Cir |, Death 1) 
Components: Vv, 5 

Casting Time: | action 

Range: Clase (25 f. + 3 ft./2 levels} 
Effect: | creature 

Duraten: | round‘level 

Sawing Throw: “Will negates 

Spell Resistance: Yes 


Magical energy sheathes the foe, which takes an addition- 
al ld& points of damage from any melee attack that hits, 


Attract (Curse) 

Enchantment ninipetety 

Level: Nec 5 (Clr 5} 

Components: vi 5 

Casting Time: | action 

Range: Medium (100 fe. + 10 ft./level) 
Effecc: | creature 

Duration: | minute,/level 

Saving Throw: WWill negates 

Spell Resistance: Yes 


If the tarcet creature fails a Will save, all undead and 
demonic creatures within 30 feet (and those coming 
this close within the spell’s duration) must rake a suc- 
cesstul Will save or see the cursed one as much Uhew 
foe as you (they attack whoever is clasest). The spell 
lasts untl the cursed one ts killed or the duranon ends. 
A nontargel undead or demon creature that suecess- 
fully saves need mol Save again, even if it leaves and re- 
enters the 30-foor radius, 


Blaze [Fire] 

Evocation | Fire | 

Level: Sos 3 [Sor Wie 3) 
Camponents: VS 
Casting Time: | action 
Range: Personal 

Effeer: 20 ff, lang/level 
Duration: | rouredeve :| 
Saving Throw: Nori 
Spell Resistance: Yes 


4 owe dimensional vertical sheet of fire, 5 feet high, trails 
behind you. Maying on the ground or simular surface cre- 
ates an ever-lengthenung sheet of flame that traces your 
path. The thin wall rarnamns unl the duration ends or the 
effect is cispelled. Passing through the oleze deals | pesint 
of damage, plus Id4 per three caster levels (rriaxunumn 


36 


1+5d4). A Fortitude save is allowed for half damage. Lin- 


gering within the wall deals double che base damage 


Blizzard (Cold) 

Evocation [c. ald) 

Level: Sos 5 (Sor/Wviz 8) 
Camponents: V, 5S 

Casting | irre: | acteor 

Range: Emanates 30 ft. from caster 
Effect: Rang, see text 

Duration: Instantaneous 

Saving Threw: Retlex half 

Spell Resistance: Yes 


‘You are at the center of a freezing ice storm, 40 feet highs, 
that begins |0 feet away and blasts outward toa 40-foot 
radius. The blizzard deals ldé4| points of cold damage 
per caster level to each creature withen its area [max:- 
mum 1od6+15). A Reflex save is allowed for half damage 


Blood Golem (Surnmoning} 
Conjuration 

Lewel: Nee 4 (Clr 5) 
Camponents; 45 

Casting Time: | full reund 
Range: 30 fi 

Effect: Makes | golem 
Duration: | muinute/level 
Saving Throw: None 

Spell Resistance: Noa 


You raise a blood golem (see Chapter Pive: Mansters). 
The golem attacks your enemies until ordered to cease, 
the spell’s duration ends, or the golem is slain. You cart 
give the golem simple commands, including “guard” or 

“tote,” fine immediate foes need be fouxht. Unless it is 
in melee, the golerm moves Lo remain within 30 teet of 
vou. IFyou summon any creature before this spell ends, 
then this spell ends immediately 

When the blood golem strikes a living for, you receive 
magical curing equal to | point for each 2 points of dam- 
age the golem deals—any curing over your normal hit 
paint total is ignored. When uhe eolem takes damage, 
you take | point of damage for every 5 points dealt to 
the golem. The blood golem falls to dust when reduced 
to 0 hit points or when the spell’s duration elapses. Cure 
spells and Healing potions have no effect or polerns. 


Bone Armor (Bone) 
Conjuration (Creation) 
Level: Nee | (Clr 2) 
Components: V5 
Casting Time: | action 
Range: Personal 


Efect: Creates shields of beare 
Duration: See text 

Saving Throw: None (harmless) 
Spell Resistance: Wo 


Feam the bodies of your enemies, you creale an array 
ol warding bares that rolales abour you continously, It 
provides a +1 armor bors per caster level (+10 AC 
bonus maximo). The array has no weight, does not 
affect your spelleasung or your Dexterity bonus, and 
lasts until it is destroyed in combat. IL has 6 hit points 
eer caster level (maximurn 60 hit parts). You require 
the bones of one Medciuirn-sized or larger creature for 
twa Small creatures} to case this spell. 


Bone Prison (Bone) 

Canjuration (oreacnon} 

Level MecS (Crd) 

Campanents: WS 

Casling Tine: | action 

Range Medium (100 FL. + 10 ft./level) 
Effect: | creature 

Duration: Instantanecus 

Saving Throw: Mane 

Spell Resistance: No 


An opaque wall of bones springs up around the select- 
ed foe, The bone prison is 12 feet high, and up to 10 feet 
in radius (foes of Huge size or larger aren't caught in the 
Grisan, but take 32d# points of darnage, plus | point per 
easter level]. The Sone prisan can withstand 100 points 
oF darnmage. plus 20 more paints per level of the caster 
before collapsing. 


Bone Spear (Rene) 

Caanjuration (Creation) 

Level: Mec 4 0CIr 4) 

Camponents: WS. 

Castine Time: | action 

Range: Medium (100%. + 10 f./levell 
Eftect: Magic weapon of torce: 
Duration: | round/2 levels 

Saving Throws: None 

Spell Resislance: Yes 





A soear of bone flies fram your hand to fight a chosen 
foe. It strikes automatically tor ldé points of darnace, 
plus | point per caster level, to a maxamum of bd6é+15. 
Phe spear then continues to attack the same foe each 
rouTid uritil the foe ether leaves the bone spears range, 
or dies, at which point the spell ends, The bone spear 
affects any creature vulnerable to physical, nommeaygical 
damage, Except as noted above, this spell functions as 
A spitun! wean spell. 
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Bone Spirit (Bone) 
(onjuration (Surnmeririg] 
Level: Nec 6 OClr f) 
Components: VS 
Casmnd Time: | action 
Range: Medium (100 fr. 4 
Effect: Attacks | creature 
Duration: Instantaneous 
Saving Threw: Will [see text} 
Spell Resistance: ‘Yes 


10 ft. flewel] 


This spell releases a spirit [a shimmering ball). The spir 
it tracks any one fee you chase within range and strikes 
i withoul error, The affected toe must make a success- 
ful Will saving throw or lose 2d4 points of Constitution 
and 6d8 hit points. lf the saving throw is successful, the 
foe still loses 308 hit points. 


Bone Vall (Bone) 

Conjuration (Creauion) 

Level: Nee3S (Clr) 

Components: VS 

Casting Time: | action 

Range: Medium (100 ft. + 10 [hlevel) 

Effect: Bone wall whose area is 10 A. high and 4 
Fr. lewel baring 

Duration: | round,/level 

Saving Throw: Mane 

Spell Resistance: No 


An opaque wall of bone 10 feet high, 6 inches thick, and 
up ta 45 feet long per level appears anywhere you 
choose within range. The wall wont appear ina space 
occupied by creatures or objects — these will be on one 
side of the wall or the other, as deberrromed by the DM. 
The wall has hit points equal to [d)0 per caster level, to 
a maximum of [0d/0 het pomts. The entire wall crum- 
bles to dust when it has taken this amount of darnage or 
wher the spell duration ends. 


Chain Lightning (| ightning) 

Evocation [Electricity] 

Level: Sos4 (Sor/Wiz6) 

Camponents: VS 

Casting Time: | action 

Range: Long (400 it. + 40 tt/level) 

Effect: One primary target plus one secondary 
target level (each within 30 [L. of the prumary target] 

Duration: Instantaneous 

Saving Throw: Reflex halt 

Spell Resistance: ‘Yes 


This spell is the same as that presented on pages 182- 
183 of the Players Handbook. 


Charged Bolt (Lightning) 

Ewocation (Electricity! 

Level: Sos] (Sor/Wiz2} 

Components: V, 5 

Casting Time: | action 

Range: Short (25 ft. + 5 ft./2 levels) 

Effect: Up co three creatures, no two of which can be 
more than 20 ft. apart 

Duraven: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes 


‘You discharge 3 small, crackling knots of electrical ener- 
gy mn front of you, to the limits of the spell’s range. Each 
knot discharges inte a randornly selected creature in the 
area and deals Id4 points of damage per caster level, to 
a maximum of 5d4 points. A creature won't be hit by 
more than one bolt—extra bolts that randamby hit the 
sare crealure dissipate harmlessly instead. A Reflex 
save is allowed for half darnage. 


Chilling Armor (Cold) 

Evacation [Cold] 

Level: Sos5 (Sor/Wviz?) 

Con iporveriLs: Wi 5 

Casting Time: | action 

Range: Personal 

Effect: See text 

Duration: | round/level 

Saving Throw: See text 

Spell Resistance: Yes (ice bolts only} 


You surround yourself with an unstable field of sub- 
zera cold. Whenever you are struck in melee com 

bat, the field fires an vce bolt at your attacker. The ree 
bolt deals Sd4 points of cold damage, and the attack- 
er is allowed a Reflex save for half damage. Failure 
means the attacker also takes a -2 cold penalty to 
AC, melee attack, melee damage, and Reflex save 
ralis, and can jump only half as far as normal for | 
minute. Che cold penalties are not curmulatiwe—their 
duration is counted from the last failure. Por example, 
a foe allecled on the first round for three rounds and 
on the second round far two rounds would have the 
—? cold penalty and jump restriction in force through 
the fourth rowrd. 


Clay Golem (Summoning) 
Conurauion (Creation) 

Level: Need, Sas5 (Sor!Wie?) 
Components: ¥, 5 

Casting Time: | fall rund 
Range: 30 #. 

Effect: | golerm 
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Duration: | minute/level 
Saving Throw: None 
Spell Resistance: No 


‘You raise a clay golem (see Chapter Five: Monsters). 
The golem attacks your enemies until ordered ta cease, 
the duration ends, or the golem is slain. ‘You can give the 
golem simple commands, including “guard” ar “tate,” iF 
no innmmediate foes nead be fought. Unless it is im meshes, 
the golem moves Lo remain within 30 teet of you. Cure 
spells and Healing potions have no effect on golems. lf 
YOU SUITIMON any creature before this spell ends. then 
this spell ends immediately. 


Confusion (Curse) 

Enchantment (Compulsion) [Mind-Attecting] 
Level: Necd (Ser/WViz4, Brd 3) 
Components: VS 

(Casting Time: | action 

Range: Medium (100 ft. + 10 f./level) 
Effect: 15-ft, radius 

Duration: | rouned/level 

Saving Throw: Will negates 

Spell Resistance: Yes 


This spell is the same as that presented on pages 186- 
L87 of the Players Handbook, 


Corpse Explosion (Curse) 
Mecromancy [Death] 

Lewel: Nec? (Clr?) 

Components: ¥ 5 

Casting Time: | action 

Range: Mediurn (100 ft, + 10 t./levell 
Effect: | corpse 

Duration: Instantaneous 

Saving Throw: Reflex halt 

Spell Resistance: Na 


You target a dead body, which instantly explodes. The 
explosion deals 1d6é points of darnage per Hit Die the 
monster had in lite or ldé points of darnage per caster 
level (maximum 10d6), whichever is less, to each crea- 
ture within its 10-foot radius. A successtul Reflex save 
reduces the damage by half? Animated undead don't 
count as corpses unul destroyed, Corpses cannot be 
affected by this spell more than ance. 


Decrepify (Curse) 

Charm [Mind-Affecting] 

Level: Nec' (Clr5) 

Components: 4 

Casting Time: | action 

Range: Medium (100 ft. + 10 ft_/level) 


Effect: | living creature 
Duration: 2 rounds/level 
Saving Throw: None 
Spell Resistance: Yes 


4 living creature is cursed with a temporary glamour af 


#xlreme age, and tunctions in some ways as if simeed. 
Any creature subject ta mind-intuencing effects can take 
only 4 partial action each round, and takes a —2 penalby bo 
AMS, melee attack, melee damage, and Reflex save ralls. 
The creature can pump only halfas far as normal, 


Dim Vision (Course 

TransmuLatiors 

Level: Nee? (Cir?) 

Components: V5 

Casting Tume: | action 

Range: Medium (100 ft. + 10 fr.levell) 
Effect: | creature 

Doraber: | minute,/level 

Saving Throw: Fortitude negates 
Spell Resistance: Yes 


A foe whe fails a Fortitude save loses sight heyound 
a feel—even im bright light, amd even if the foe can 
normally see in the dark. Further, the foe has a —? 
penalty to all altack rolls against opponents in its 
VISION faAnge, 


Enchant [Fire| 
Evocation [Fire| 

Level: Sos4 (Sor/Wviz6) 
Components: Vio5S 
Casting Time: | action 
Range: Personal 
Effect: One WEEDON 
Duration: | round,level 
Saving Threw: None 
Spell Resislance: Mo 


‘Your weapon deals +1 fire damage per caster level until 
the spell's duration ends. If the weapon is released, the 
spell ends immediately. 


Energy Shield 

AD uration 

Level: Sos5 (Sor/Wviz5) 
Campanents; 45 

Cashing Time: | action 

Range: Personal 

Effect: The caster 

Duranon: Ends when caster rests 
Saving Chraw: None 

Spell Resistance: Yes (harmless) 





‘You create a nexus of magic and health, which hovers 
overhead in the form ofa srall goalder globe. While the 
energy shield lasts, you can convert any uncast spell 
directly to hit points to negate damage the instant the 
damage is taken, You can't use this spell to heal damage 
in any other way. Lncast spells absorb & points of dam- 
age per level of dhe spell converted. A 2nd-level spell 
can absorb up to 12 pomts, a 3rc-level spell can absorb 
up to 18 pamts, and so on. 

The caster can convert more than one spell te absorb 
incoming damage in the same round, or just enough ta 
partially absorb incoming damage. If a converted spell 
provides Tare hit pants that’ TRACES sei y ba absorb darn 
age, ils remamung powits are carried forward ageunst 
Future damage. Gorverted spells are lost as if cast. 

Frergy shield lapses whenever the caster sleeps or 
rests to prepare spells, Any healing unused when the 
spell encis ts lost. 


Fireball (Fire) 
Evocanon [Fire] 

Level: 5os3 (Sor/Wiz3) 
Components: V, 5 


‘Casting Time: | action 
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Range: Long (400 ft. 1 40 ft. level) 
Effect: 20-f.. rachus 

Duration: Instantaneous 

Saving Throw: Reflex halt 

Spell Resistance: Yes 


This spell is the sarne as thal presented on pages 203- 
204 of the Players Handbook. 


Fire Bolt (Fire) 

Evocation [Fire 

Level: Sosl (Sor/Wiz!) 

Components: Vv, 5 

Casting Time: | action 

Range: Mecium (100 ft. + 10 ft. ‘level 
Effect: | creature 

Duration: Instantaneous 

Saving Tare: Reflex half 

Spell Resistance: ‘Yes 


A small bolt of fire flies from your fingzerup to the foe and 
deals Idb points of tire damage per caster level (maxi- 
mum 5d6). A Reflex save ts allowed for half darnage. 


Fire Golem (Surrmnoring) 
Corguration (Creation) 
Level: Need (Clr?) 
Camponents: V5 
Casting Time: | full round 
Range: 30 ft. 


Effect: | fire golem 
Duration: | minute/lewel 
Saving Throw: Mone 
Spell Resistance: No 


‘You raise a fire golem (see Chapter Five: Monsters). 
The golem attacks your enenues until ordered to cease, 
the duration ends, or the polem 1s slain. You can give the 
eclem simple commands, incleding “guard” or “tote,” if 
naoummeciates foes need be tought. Linless it is in melee, 
the aclem moves to remain withm 30 feer of you. Cure 
spells and Healing potions have no effect on golems. If 
YOu summon any creature belore this spell ends, then 
this spell ends imeneciately: 


Fire Vall 

Cvocatwon [Fire] 

Level: Sos4 (Sor/Wizr4, Dri 5) 
Camponents: ¥ 5 

Casting Time: | action 

Range: Mediu (100 fi. + 10 ft, levell} 
Cffect: Special 

Duration: Concentration + | round/level 
Saving Throw: Special 

Spell Resistance: Yes 


This spell is ee same as the wall of fire spell presented 
on page 269 of the Players Hanalboak. 


Frost Nova (Cold) 

Evocation [Cold] 

Level: Sos2 (Sor/Wiz2) 
Components: V5 

Casing Time: | action 

Range: Emanares 20 4. tram caster 
Ettect: Ring, see text 

Duration: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes 


Ao icy version of nove, this spell creates a ring of 
freezing vapors that ferms 10 feet away trom you in all 
directions and blasts outward Lo a radius of 20) feet. 
Each creature wolhin the affected area takes Id4+1! 
points of cold damage per caster level (maximum 
Sd4+5}. A Reflex save reduces this darmage to half, 
but those taking any frost nova darnage must make a 
Fertitude save or be paralyzed with cold and helpless 
for Id rounds. 


Frozen Armor (Celc] 
Evocation [Cald] 

Level: Sas2 (Sor/WViz3} 
Campanents: Wa 


Casting Time: | action 

Range: Personal 

Area: One or more creatures billing you un melee 
Duration: 1 round/level 

Saving | hrew: See lext 

Spell Resistance: Yes 


You surround yourself with a field of icy cold, gaining a 
+2 enhancement bonus te your AC, chilling foes that 
strike you, Whenever you are hit in melee combat, the 
creature that struck you must make a Fortitude save. 
Failure means the foe takes a -2 cold penalty to AC, 
melee attack, melee darnage, and Reflex save rolls. and 
ean jump only halt as far as mermal for | minute. The 
only effect of failing more than one save is that the | 
effect’s duration is courted from the last taulure 


Frozen Orb (Cald 

Evocation [Cold] 

Level: Sod (Sor! Wiz) 
Components: ¥, 5 

Casting Time: | action 

Range: 100 ft. 

Ettect: One rce bolts foe within 30 tt. 
Duration: | round 

Saving Throw: See text 

Spell Resistance: Yes (ee bolts only} 


A sphere of absolute zero cold forms at your loceoon 
and moves away from you in a straight line, fring sce 
felts in all directions. Qne ice ofr strikes al each foe 
within 50 feet of the orb, dealing [Odd pounts at cald 
damage letfectively attachkony enemues in an total area 
up to 200 feet lone by 50 feet across), A Reflex save is 
allowed for half darnase. Those who fail alsa take a -2 
oald penalty to AC, melee attack, melee carnage, arid 
Reflex save rolls, and can jump only half as far as nor 
mal for | minute., The sphere cannot change direction 
or pass through soled objects. 


Glacial Spike (Cold) 

Evocation [Cold] 

Level: Sas (Sor Wiz-4) 
Components: Vo 5 

Casting Time: | action 

Range: Medium (100 fi. - 10 f/levell 
Effect: 20-fL. radius 

Duration: Instantaneous 

Saving Throw: See text 

Spell Resistance: Yes 


You hurl a shard of ice to a target area within range. 
When the glacial sete reaches its target it explodes an 
a frigid blast of 20 feet radius, dealing ldé points of 
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damage per level of the caster to each creature within 
its area (maximum Lodé). A successful Reflex save 
reduces the damage to half. Those who fail also Lake a 
-?2 cold penalty to AC, melee attack, melee damage, 
and Reflex save ralls, and can jump only hall as far as 
normal for | minute. 


Hydra (Firs| 

Conjuration (Creation) [Fire] 

Level: Sosé (Sor! Wirk) 

Components: Vi 5S 

Casung Time: | action 

Range: 30 fr. and see below 

Effect: Three heads each launch 2 fire bolts or | firetsenll 
per nour 

DBuranen: & rounds 

Saving Throw: See text 

Sell Resistance: Yes (fire bolts and fireballs onby) 


As the point designated within range, three dracoruc 
heads borst from the Hoor. The heads each spew 2 fire 
Holts or | fireball per round (as the spells) at caster's foes 
within 90 feer of the guardian. The Ayre only launches 
a firsholl at foes far enough away so that the caster and 
her allies are not affected, 

‘The fire bolts deal Sd4 points of fire damage each. 
‘The frebal! is a 20-foot diameter area and deals [Odo 
points of fire damage. “\ Reflex save is allowed against 
ecther effect for half darmage. The caster need not con- 
centrate on the Aydra. IP no foes are in range, the Aydra 
holds its fire, though it vanishes after the spells duration 
elapses: at Lhos Gre, the heacts sink back into the earth. 


lee Blast (Cold) 

Evocation [Cold] 

Level: Sos2 (Sar/Wriz2] 
Components: 45 

Casting lire: | action 

Range: 20 ft. 

Effect: 5-ft.wide are frorn your hands 
Duration: Instantaneous 

Saving Threw: Reflex halt 

Spell Resistance: Yes 


A short burst of intensely cold frost sprays from your 
fingertips ina 20-foor. long, 5-foot wide arc. It deals ld4 
points of cald damage per caster level to each creature 
within its area (maximum damage |Od+). Cach creature 
chat fails che Reflex save is also paralyzed and helpless 
with cald for ld rounds. 


lee Bolt (Cald) 
Evacation [Cald] 
Level: Sas] (Sar/MVizl) 
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Components: Vv, 5 
Casting Time: | action 
Range: Medium (100 tt, 
Effect: | creature 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: Yes 


IO Fe.level) 


A small shard of we flies frarn your fingertips te a crea- 
ture in range. It deals Id4 poms of cold damage per 
caster level (maximum 5Sd4). A Reflex save is allowed 
for half damage. Failure means the creature also takes a 

2 cold penalty to AC, melee attack, melee damage. 
and Reflex save rolls, and can jurnp only half as fur as 
normal for | minute. The only effect of falling rare 
than one save is that the effect’s duration is counted 
frarn Che last Tailure. 


Inferno (Fire) 
Evocation |Fire] 

Level: Sos? (Soc/MViz2) 
Components: V5 
Casting Time: | action 


Range: 20 ft. 


Effect: 5-Aowide are from your harieds 
Duration: Inslantaneous 

Saving | hrow: Reflex halt 

Spell Resistance: ‘Yes 


A short burst of fre sprays from your fingertips ina 40- 
foot long, 5-fhat wide arc. It deals |dé+] points of fire 
damage per caster level to each creature in the area of 
effect (maximum damage I0d6+10). A Reflex save is 
allawed for half damage. 


Iron Golem (Summaring) 
Conjuration (Creation) 
Level: Necd (Clr?) 
Components: V5, M 
Casting Tine: | full round 
Range: 30 tt 

Effect: | golem 

Duration: | mirute/level 
Saving Throw: Nene 

Spell Resistance: Mi 


You rae an iron golem (see Chapter Five: Monsters)- 
The spell requires a permanent mayic item for the 
golem to form around. This gives the golem. in addition 
to its normal abilities, the properties of the tern (that 1s, 
the benefits of the item's prefix and suffix). 

The golem attacks your enemies until ordered to 
cease, the duration ends, or the golem is slau. You car 
give the golem simple commands, including “guard” or 


“rote,” ifine immediate foes need be fought. Unless it 
in in melee, the golem moves to remain within 30 feet 
of you. No knawn magic restores darmage to a surn- 
moaned golem. When the spell ends, the magic item 
can be easily prcked up out of its dust. Cure spells and 
Healing potions have no effect on goles. If you sum- 
man any creature before this spell ends, then this spell 
ends immediately. 

Example: A mecromancer uses an Oracular 
Longsword of the Cran to suminon an won golem. The 
ron golem is able to see rrvisible creatures, and has +18 
hit points. Note chat items with effects that da not 
apply to the golem give mo benefit. (A Spiders 
Longsward oF Greed does mot grant the orn golerr ary 
spell levels, or help it tind treasure.) 


lron Maiden (Curse) 
Necromancy 

Level: Need (Clr 4) 
Components: V5 

Casting Tire: | action 
Range: Touch 

Fttect: | creature 
Duration: | round ‘level 
Saving | row: Will negates 
Spell Resistance: Yes 


‘You must succeed ata melee touch attack to place this 
curse on a single foe. The creature takes | point of dam- 
age for each 2 points of damage it deals for the duration 
of the spell (round down). The curse can he removed 
By a remeve curse spiel. 


Life Tap (Curse) 

Necromancy 

Level: Necd (Sorc/Wiz 3) 
Coampanents;: v5 

Casting Time: | action 

Range: Clase (25 fa 5 ft./2 levels) 
Fitect: | creature 

Duraton: See text 

Saving Throw: Fortitude negates 
Spell Resistance: Yes 


The foe you choose begins leaking life energy for one 
round per casler level (rmmapurnum 15 rounds). A melee 
hit on the ereature gives the attacker temporary hit 
points equal to half the damage dealt (rawnd down, and 
you don't pet hit. points for any darnage that was more 
than énough to kill the creature]. The temporary hit 
points are abways lost first—any left | hour after the 
spell was cast disappear. 
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Lightning Bolt (Lightrury) 

Evocation [Electricity] 

Level: Sos3 (Sar/WViz3) 

Components: V, 5 

Casting Time: | action 

Range: Medium (100 ft. + 10 Piilevel) or 50 fr. +3 
Ft. level 

Ayea: 5-0. wide to medium range (100 fr. + 10 tt. /levell 
or 10-fi. wede to 50 fr. + 5 ft. ‘level 

Duration: Instantaneous 

Saving Throw: Reflex halt 

Spell Resistance: Yes 


This spell is the same as that presented on page 222 of 
the Players Handbook. 


Lower Resist (Curse) 
Necramancy 

Level: Meod (Chr) 

Components: Vv, 5 

Casting Time: | action 

Range: Close (25 ft. + 4 #./2 levels) 
Effect: | creature 

Duration: 10 min/level 

Sawing Throw: Nane 

Spell Resistance: Yes 


‘You lower the target creatures resistances against fire, 
electricity, and cold hy 30, and reduce racial saving 
throw bonuses against poison and rrund-intluencing 
effects by 6, toa curunvurn of 0. 


Meteor (Fire) 

Evocation | Fire] 

Level: Sos5 (Sor! Wiz) 
Components: VS 

Casting Time: | action 

Range: Long (400 ft. — 40 tt. /level) 
Effect: 20-ft. radius 

Duration: Instantaneous 

Saving Throw: Reflex half (fire only) 
Spell Resistance: Yiss 


You call down a huge, flanrung meteor shower that 
pummels each creature in a 20-teot radius for 306 
points af damage. It also deals Ich points of fire damage 
per caster level ta each creature im the area of effect 
(maximum |id6 fire damage). A Reflex save is allowed 
for half fire damage. 


Nova (Lichtning) 
Evocation [Electricity] 
Level: Sosd (Sor/Wiz3) 
Components: Ve 5 


Casting Time: | action 

Range: Ermanates 20 fh. from caster 
Effect: Ring. see text 

Duration: (Instantaneous 

Saving T area: Reflex half 

Spell Resistance: Ves 


You create a ring of crackling electricity that forms 10 
feet away from you in all directions and blasts outward 
te a radius of 270 feet, Each creature within the area 
takes ld6+] points of electrical damage per caster level 
frmaxiowimn 10d5+10) 


Poison Dagger (Poison) 
Pecrrcarriaricy 

Level: Nees (Clee) 
Coampanents: WS 

Casting Time: | actor 

Range: Touch 

Effect: Your dagger 

Duration: | round/level 

Saving Throw: Fortitude negates 
Spell Resistance: Yes 


You gesture and your dagser (which includes the kris 
and the blace for the purpose of this spell) begins oaz- 
ing poison. While chis spell lasts, arry successful hit with 
iL may poison a living foe. Make a Fortitude save (DC 12 
— easter's Int bonus) or suffer instial damage of Id4 
points of temporary Coonshilulion, mo secondary darm- 
age. The dagger continues t0 ooze poison umul the 
duration expires, whether it hits a creature or not. The 
poison ttiselP cissipates toa quickly ta be otherwise col- 
lected or used. 


Poison Explosion (Poison) 
Necromancy 

Level: Need (Clr5) 

Carmpanents: WS 

Casona Time: | action 

Range: Emanates 20 ff. from caster 
Effect: Ring, see text 

Duration: Instantaneous 

Saving, [hiroe: Fortioude 

Spell Resistance: Yes 


You became the center of a venomous flash of lethal 
poison that appears ina mong 10 feet away from you and 
blasts outward to a radius of 20 feet, Each Irving crea- 
ture within the area may be poisoned. Make a Fortitude 
save (DC |4 - caster’s Int bonus); or suffer initial dam- 
ape of | pont of vemporary Constitution and secondary 
damage of Id4 points of temporary Constitution. The 
parson dissipates quickly, leaving no other effects. 


Poison Nova (Poison) 
Necramancy 

Level: Need (lr?) 

Components: Vv. 5 

Casung Time: | action 

Range: Emanates 20 ft. from caster 
Effect: Ring, see Lex 

Duration: Special 

Saving Threw: Fortitude 

Spell Resistance: Yes 


‘You become the center of a venomous flash of lethal 
poison that appears in a ring 10 feet away from you 
and blasts outward to a radius of 20 feet. Each living 
creature within the area may be poisoned. Make a 
Fortitude save (DC i61caster's Int bonus) or suffer 
initial damage of Id? points of temporary Consulu- 
tion and secondary damage of ld4 points af ternpo 
rary Constitution. The poison dissipates quickly, 
having na other effects, 


Raise Skeleton (Summoning) 
Necramancy [Death] 


Level: Necl (Clr3) 


Componertts: WS 

Casting Time: | action 

Range: 30 ft. 

Effect: | skeleton/level, see text 
Duration: | minutesleve:! 

Saving Throw: Nene 

Spell Resistance: No 


You raise up to one skeleton per level, to a maxirnum of 
[0 (see Chapter Five: Monsters for skeletan details). 
You cannot raise more skeletons than there are carpses 
within range (this uses them up). The skeletons attack 
your enemies until ordered to cease, the duration ends, 
or the skeletons are slain. ‘You can give Lhe skeletons 
simple commands, including “guard” or “tote,” if mo 
mmmediate foes need be fought. Unless it is in melee. 
the skeletons move to remain within 30 feet of you. If 
You slLimimon any creature before this spell ends, then 
this spell ends immeciately. 


Raise Skeleton Mage (Surnrmriaring| 
Necromancy [Death | 

Level: Neos (Clr4) 

Components: V, 3 

Casting Time: | action 

Range: 30 fr. 

Effect: | skeleton mage/level, see Lext 
Duration: | munute/level 

Saving Throw: None 

Spell Resistance: No 
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You raise up to one skeleton mage per level over 4th to 
a maximum af IO (see Chapter Five: Monsters for 
skeleLon rage details). You cannot raise more skeleton 
mages Lhan there are corpses within range (this uses 
thet up). The skeleton mages attack your enemies 
unl ordered to cease, the duration ends, or the skele- 
ton mages are slain. ‘You can give the skeleton mages 
simple commands, including “guard” or “tote,” if no 
immediate foes need be fought. Unless it ts im rele, 
the skelenon mages move to remain within 30 feet of 
you. If you summon any creature before this spell ends, 
then this spell ends immediately. 


Revive (Summoning) 
NMecrommlncy 

Level: Need (Clrv) 
Components: Vv, 5 
Casting Time: | action 
Range: 30 ff, 

Effect: | corpse 
Duration: | muinute/level 
Saving Chraw: None 
Spell Resistance: No 


This spell lets you infuse a slain undead or demonic 
creature with the energy of unlife. If creature's Hit 
Dice Lotal in life exceeds your level, the spell fauls. 
Chiherwise, Lhe carpse rises with the same knowledge, 
powers, and abilities it possessed in lite, and 6 hit 
paints per Hit Die. However, it is now undead, with 
pale skin and red, glowing eyes. It has become 
immune te spells that affect the mind, cold, and poi- 
son elects, but it can be damaged and Lurmed as an 
undead (see the Turning Undead table in the Players 
Handbook), A corpse can be revived in this manner 
only once per week. 


Shiver Armor (Cold) 

Evocstorn [Cold] 

Level: Sos3 (Sor/WV¥iz3) 

Components: V. 5 

Casting lime: | action 

Range: Personal 

4cea: One or more creatures hitting you in melee 
Duration: | rouned/level 

saving Throw: Portitude negates 

Spell Resistance: Yes 


‘You surround yourself with a layer of extreme cold, 
chilling any creature that touches you. A creature 
thal sinkes you in melee combat must allempt a For- 
titude save. Failure means that it is paralyzed with 
cold, unable ta move, speak, or take any physical 
action during its mext turn. Thereafter, it takes a -2 
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cold penalty to AC, melee attack, melee damage, and 
Reflex save rolls, and cam jurnp only half as far as nor- 
mal for one minute. The only effect of failing more 
than one save is that the effects duration is counted 
from the last failure. The shiver armor lasts for | round 
per caster level, 


Static Field (Lightning) 

Evocation [Flectricity] 

Level: Sos? (Sor! WWwizZ) 
Coampanernts: ¥, 5 

Casting Time: |] action 

Range: Emanates 20 ft. frarn caster 
Effect: Ring, see text 

Duration: Instantaneous 

Saving Chraw: Reflex half 

Spell Resistance: ‘Yes 


The spell creates a ring of crackling electricity that 
forms 10 feet away from you in all directions and blasts 
outward toa racus of 20 feet. Each creature within Lhe 
area takes Id4 points of electrical darmage per caster 
level (rmasumnium od4), 


Teeth (Curse) 
Conjuration (Calling) 
Level: Necl (Cirl) 
Components: V5 
(Casting Time: | action 
Range: 30 ft 

Effect: | or more creatures 
Duration: Instantaneous 
Saving Throw: None 

Spell Resistance: ‘Yes 


Mame teeth from another realm spray from your fin- 
gertips. They riddle creatures in a 3-foot-awide line 
away fram you. You deal [dé pomts per level (maxirnum 
506). If the first creature dies, the rematrnng carnage 
applies these directly behind the first, and so on out to 
YOur maaimurn range. 


Telekinetic Blast (aka Telekinesis) 
Transmutation 

Level: Sos? (Sor Wiz 3) 
Components: ¥, 5 

Casting Time: | actian 

Range: 60 Tt. 

ect: Targets | creature 
Duration: Instarntanecus 

Saving Throw: Will negates 

Spell Resistance: Yes 


You can telekinetically pick up a creature of Medium 
size or less and, fit fads a Vill save, hurlit up to 60 tee 
chrectly away from you. A hurled creature takes [dé 
paints of darnage if it lands on a solid floor and is 
knocked prone and stunned for its mext turn. 

A creature hurled imte another creature takes id6é 
points af damage and is knocked prone and stunned tor 


its next turn. The creature struck takes [dé points of 


damage and is allawed a Strength check to avoid being 
knocked prone and stunned for its mext Lurr. 

A foe horled inte a sold wall takes 46 points of wmpacl 
damage, burt is allawed a Reflex save for half damage. A 
foe. that normally saves agaunst area effect magic for no 
damage takes no damage it this save is successful, 

“This spell can be used to blow open a door ar chest. 
Check as if your Constitution was your Strength and 
add a +2 force bors to the check. 


Teleport Self 

lransmutation [Teleportatian| 
Level: Sos4 (Sor/Wizd, Brd 4) 
Cumponents: ¥ 

Casting Time: | acben 

Range: Lona (400 fi.+ 40 fi. flewell 
Ettect: Personal 

uration: [nstantanrecus 

Savini Uhirena: Wore 

Spell Resistance: No 


Except as noted above, this spell is identical to the aimen- 
stan door spell on pase 195 of the lovers Hondbook, 


Terror (Curse) 

Necrarnancy [Fear Mind-ATecting| 
Level: Need (Crd) 

fLompanents: vi S 

Casting Time: | action 

Range: Close (29 tt.+ 3 th evel 
Effect: Cone 

Duratiern: | round/level 

Saving Throw: Vill negates 

Spell Resistance: Yes 


‘This spellis the same as the feor soellon page 202 of the 
Plover s Handbook. 


Thunder Sterm (Lighting) 

Evocation [Electricaly] 

Level: Sas (Sor/VViz?) 

Components: WS 

Casting Time: ? rewinds 

Range: Emanates trom caster, 400 ft. diarmeter + 40 
ft. Level 
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Ettect: See text 

Duration: | round level 
Saving Throw: Reflex hall 
Spell Resistance: No 


You evoke a thunder storm that forms as you cast. 
When the thunder storm is fully underway, a phtrung 
bolt (as the spell) thunders out of the sky every odd 
round, stoking a randem foe in the area of effeet for 
6d6 pots of damage. Mo liahtning strikes if the area 
is cleared of foes, but the caster need not concentrate: 
on the storm ance it appears. The storm itself does 
neat maw, 


Weaken (Curse) 

Necromancy 

Level: Nec2 (ClrZ) 

Components; V, 5 

(Casting Time: | action 

Range: Ernanates from casber, |5-fl. radius 
Effect: | or more foes 

Duration: | round/level 

Saving Throw: None 


- Spell Resistance: Yes 


You weaken foes by suppressing their energy with 
panelul mages. Such foes take an enhancement penal- 
ty of -| to damage rolls while the duration lasts. A 6th- 
level caster deals a penalty of —#, and a caster at Jrh 
level or more deals the maximum penalty ef 3, A 
weakened foe deals a minimum of | point of darriage 
with a successful hit. 


Special Note on Corpse-Affecting Spells 

and Abilities 

OQinhy ane of the following spells and abilities can be 
used on a given corpse: Bone Armor, Corpse Exple- 
sir, Fira ltern, Find Potton, and Redermipbon. Qnice 
one of these has been performed on a corpse, then 
then corpse is useless for all such purposes, and cannot 
act as a catalyst for the Raise Skeleton and Raise 
Skeleton Mage spells. (While technically the remains 
might be purified and reused over time, this is seldorn 
feasible during an adventure] 


Special Note on Summoning Spells 

and Abilities 

You can have only ane summoning spell in etfect at 
ane time. If you cast another one, then the first 
summoned creatures disappear and the newly cast 
spell takes effect. The affect spells and abilities are 
Golem fall), Raise Skeleton, Raise Skeleton Mace, 
and Valkyrie. 


CHAPTER FOUR: MAGIC ITEMS 


The forces of darkness are notormusly resistant to 
the keen edge of your average rusty knife. Fortunate- 
ly. the lands of Khanduras are littered with the treas- 
ures of bygone aves, and finding the right tool for the 
right occasion may be as simple as bashing open the 
nearest barrel. 

Believe it or not, there are enough magic items in the 
next several pages that you could bash open a million 
barrels. crack open a million sarcophagi, or go through 
the pockets of a million vanquished foes and neat find 
exactly the sarne ibe twice. 


MAGIC ITEMS AS FAR 
AS THE EYE CAN SEE 


Lsing ariciertt: lore—well, okay, mathernatics—we We 
made a magic item randomizer that anyone with a few 
dice and a pencil can use. Through the use of combi- 
natorials—that’s the ald “ome-from-column-A, ane- 
from-column-B"” routine, the following tables 
Benerate magic iterns on demand, with a teerry-tiny 
margin for repetition. 

Dias Il items have three parts: a prefix, a root, and 
a sullix. A prefix is a cool-sounding adjective at the 
beginning of the items name, something like “jagged” 
or “slayer's.” 

Then there's the root. A root is the noun that gives 
you the type of item, like “great helm" or “brandistock.” 

Finally there's the suffix—the bit that cormes at the 
end. It's a possessive or attributive phrase, like “of 
speed" or “of the whale.” 

Get it? So it’s possible to generate, in less time than it 
takes to explain how, a Silver Scythe of Thunder that 
grants a +2 attack bonus, deals 2d4 pomts of normal 
damage, and an additional 3d6 points of electrical dam- 
age. Which would you preter: that, or a +2 Jorigsword’ 

Every one of these pretixes, roots, and suffixes are on 
the massive table that starts on in two pages. It's a little 
overwheloung to look at, but if you just remerrber 
“item, prefix, suffix,” you'll do fine. 


TREASURE TABLES 


When do you use treasure tables? You use thern wher 
the characters do any of the following: 


I. C}pen a chest. 
2. Break open a barrel, 
4. Search a slain monster. 
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Roll on the Base Treasure table. Some results require 
one or more rolls before youTe done. The Challenge 
Rating modifies the roll. 


Add For 

+1 Each full point of CR (fer chests and barrels, 
add the CR ofa random monster in that area) 

+3 —- Playing with the Nightmare upgrade 

+6 Playing with the Hell upgrade: 


‘The Nightmare and Hell upgrades are covered in Chapter Six: 
Morgen Keep. 


When you rall for treasure, first roll on the appropri- 
ate table ta determine if you get treasure (see Chap- 
ter Six: Morgen Keep). If you get an item, just follow 
these easy steps: 


1. Rell on the Item Subtable. This determines if it's a 
normal item, or a special one that has a magical pre- 
fix, a magical suffix, or both. 

2.Roll on the Base Item Table. This gives you ‘your 
item type with a second roll and tells you what kind 
of dice Lo rall for the type of prefix and/or suffix. Jot 
down the particulars of the item as you go 

3. Roll for the Type of Modifier. Once you've done 
this, roll the actual modifier and write dawn the 
results, 


Level Modifiers 

As you oo deeper into the caverns of death, the 
rewards get better. Thus, the CR of the monsters 
modifies many of these rolls. When the table asks you 
for “ld204CR,” it means “roll 1d20 and add the mon- 
ster’s CR.” So if theyre fighting aa CR 7? monster and 
you roll a 12, it's really a 19. (When youre dealing with 
an inanimate object like a chest, just add the CR ofa 
random monster in that area.) 


Wacky Dice 

Also the tables may ask you to roll sorne wacky dice, 
such as a “ldé0.” That might sound big, bur it ian't the 
size of your dice, its how you roll chem that counts. 
Here's what you da: 


For a 1d60, grab a 6-sider and a L0-sider. Take the 6- 
sider’s result trnes 10, but ignore a 6. The 10-sider 
counts as ones (Lhe 0 is a 10). So iF you rolla4 and a a 
it's a49. IF you rallaGanda 7, itsa/7. 

For a d40, use a 4-sider and a |0-sider. Take the 4- 
sider’s result times 10, ignorne 4s, The Il-sider counts 


asones (a Visa IQ). Saif you rolla 2? and an &, its a2. 
Ifyou ralla 4d and a 10, it’s a 10. 

The sare works for a 1d80, or a di20, or even a 
wacky combe che like a d/G00. It's hours of furs for the 
whole farnuly! 

SOMetimes, Youre asked ta roll one of these wacky 
dice and add a number, such as “1d60+25." 50 roll 
the dice, then add the nurnber. If on your Idé and 
ld10 yeu got a 3 and an 8, you add 38 to 25 for a 
result of 63. 


GENERAL C@NCEPTS 


Some of the effects of the magic items listed below 
have to be abbresmated to fit, but trust us, there's moth- 
ing terribly confusing. The only things that might throw 
you are a couple of concepts that aren't outlined else- 
where in this book. 


Not Cumulative with Armor 

Sad news: Just like the DED game, these rules assurne 
that most sunts of armor come with all the accessorpes, 
like gloves, helmets, beots, amd sa an. Thus, despite 
having acquired a suit ot full plale mail, a bone helm, a 
bene shield, gauntlets, plate boots, and a belt, your 
character's AC isn't 35-t's 27 (you=10, your mail 113, 
shield +4). Headgear and accoutrements only provide a 
modifier ta your character's AC if your character isn't 
other wearing armor fin which case, your best one— 
anhy— can add ta a shield}. 


Bonuses and Skill Ranks 

Some items give numerical enhancement bonuses 
either te attacks or skill checks. So the expression “+2 
melee attack’ranks with class skills’ rneans the charac 
ter gains a +2 attack bonus when using the item in 
melee combat and a +2 shall bonus while performing 
ary OF Uv skills for his or her class 


Spell Levels 

Spellcasters learn spells in levels: level | spells, level 2 
spells, and so on, An itern that grants bonus spell levels 
is just Branting extra spells. In the case of “+1 spell 
level," it means the character gains an additional Ist- 


level spell. But an itern that grants -—2 spell levels gives 
either a 2nd-level spell, or two Ist-level spells. A +3 
spell level item grants a single Srd-level spell, three Ist- 
level spells, or a single Ist-level spell and a single 2nd- 
level spell, 


Spell Names 

Some items duplicate the effects of spells 
which aren't in this book. You'll need to flip open the 
Player's Handbook to Chapter Eleven: Spells co get the 
particulars (or just reroll the iberm). 


ACMTIES 13 f 


GP Costs 

Magic item values in the following tables are scaled 
for the world of DIABLO II, so dant expect to Lraris 
late them directly into another D&D warld without 
some fiddling. 


Ready, Set, Go! 
All set? Then grab that dice bag and start churrung out 
the loot! 


Optional Rule: Item Availability 


> It's more fun to have belber ibenis to loos forward to. 


The DM might restrict the items for sale based on the 
party level. Find the average party level by aciding all 
the character levels and dividing by the nurnber of char 

acters (round down), This number x10 is Lhe maximum 
sold piece value of iterns Uhat can be purchased. For 
example, a Ist-level Paladin can buy a short sword 
when he starts, but won't be able to find a scimitar until 
reaching 2nd level. 


Wild Card Merchants: A special merchant might 
have unusual items. Assume 6 normal items and 4 
magic items per character in the adventuring group 
are available. Rell the :tems randomly an the Base 
Item Table, as if the dungeon level was the average 
party level +5. Each week, Ido 3 normal ibems and 
Id6—4 mage items will rotate out of stock, ta be 
replaced by new items. IF you use Lhis option, it’s 4 
good idea to roll up the all the iterns you wall need welll 
before the garme starts! Also, a local spellcaster might 
always have idenwify seralls, ight healing, and fight 
mana potions for sale. 
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Base Treasure (ld20) 
‘Traphid2l Ry 


I-15 iid paints of fire camage per lewel to all within 5 feet, Reflex save for halt damage 
a Missile deals ld4 pomes of damage, +! damage per level: Reflex save for half darriagses (DHE 2 10 + lee) 
2fl+ Gas (ieé: |-2 Choking, 3-4 Raneid, 5-4 Strangling—see Chapter Tar) 
2-10 Meo treasure 
iI Heating Potion (id20 + CR) GP 
i-5 Minor Healmg ild4 I I fi 
& )0 Light Healiry: (281 3) 175 
io Healing (40d8+Fi 250 
21-30 Greater Healing (6dR+12) Jt 
S1+ Super Heakne (d#=15) 300 
IZ Mari Potion 
[5 Minor Mana (| spell kevelsi %5 
o-I0 Light Marea (2 spell levels) 125 
i-20 Moana (4 spell lewels] 250 
2/- 30) Greater Mana (6 spell kevels) 350 
l= Super Mana (8 spell levels} 500 
LS 17% Gold 1d20 x CR) + (evel = 25) gold pieces in normal treasure 
l#-20- Item (id? = CR) 
I 14 Rell id60 on Base [ren table oily (hase iter ep srehy) 
lat Rall lciQ0 on Base Item table and then rall any stated prefix ral {add base inem ard prefix ap} 
1A OG Rall Idl00 on Base ltem table and iten roll any stated suffix roll (add base item aned sux gp) 
zi- Rall 11 on Base lier table and then rofl any slabed prefix and sullix rofls (add all direc apt 
Base [tem (id100) GP 
PS Body Arrmer (ld20 + CR, uses Id60 on Prefix and/or Suffix table) 
i-3 Riss +1 AC (-| penalty to Charisens checks) | 
4-4 Craps +1 AC 4 
6-T Cloak +) 40 5 
B-1I Rooke LAC 20 
2—]4 Quilted Aster +) 4C Ay 
en) Leather Arinvcar +2 NC 3 
7 18 Hard Leather Arrrear An 40) 
eet | Stirkked Leather Arner +5 A All 
22-25 Fin Misa 14 A 10 
24-05 Seale flail i4 AC oe eae Be 
26-27 Chain Mail 3 AC 1am 
28 Breast Plate +5AC a2) SEER 0 
25-30) Saher Paul +5 AC. 250] 
41-32 Plate Mini +7 AC i Hols s08 
34 Field Platu HAC 2000 
34 Ancient Armor +9 AC, aksords | point of damage ger attack tea tai (o. SBise 
45 Gadhtic Plate PLO A 4000 
34 Full Plate Mai! +1 AC no AERPs BAGO 
YS Head Pretenicor fd20 = CR uses 1&0 on Prefix andar Suffiw table) 
i-!1 Can +1 AC (not curnulative with any protection) sea = 5 
il-l4 Shull Craps LL AO (rot cumulative with armer! Iu 
[5-L8 Hela +1 AC (eat cumulative with armor} ‘ 15 
J@ 20 Mask IAC (net cumulative wth armor 20 
2i-25 Full Helm +7 AC (reek currulannse with ar rar} z Alt 
26 24 Crown +3 AC [not curnalative with armor) Aa 
I-AS Gow Helm : +4 AC (net cumulative with armored ~ (Ou 
a+ real Helo +240 (not cumulative wrth armear) 1a 
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“4-14 Fest Proteccion (d2o b CR, aises ld AG on Prefix aniebfar Sufix lahle} 





j-12 [assithwer Bevis +1 AvO (mot cumulative with avy protection /armeri 5 
15-2 Heavy Baots PEAS (mot cumulative with armor) 10 
22-27 Chain Boots +) AWS [not cumulathee wath arr) 5 
ae 32 Li. Plate Boorse LL AVG (rot cuonulaceee wath armar) 20) 
Rat ipeaees +2040) (ot carmdativs with anna] at) 
L7-18- Hand Protectan (ld20 + CR, uses déQon Pretix and/or Suthix table) 
‘-12 Clnurs +1 AC (rot commulative with ary protection) a 
a as Heaney Clowes +1 AMG (not cumtulacive with armor or shield) I 
Pee e Crain Glevwes PLAYS fot convulatrese sath arr or sbieled) Fr 
ae Light (Gavenclers 41 AS [rot curvulats sath art oe shield) 20 
33 oaunthets +7 AL (mnt cumulates with STH &IP skueld] aC 
19 20 Beles od20 1 OR, uses led on Prefix andor Sullix tabke) 
I-17 Ses HOA (not cumulative with any protection,armer) a 
[3-21 Light Bel: tL AE (not conulative with armor) It 
22-27 Bell PLUMS [not contulateve wath armor} 5 
8-32 Heavy Geit +1 AC (not curmulatewe wath arrricar) 20 
435 Plate belt +7 AC (not cumulative with anor a 
A280 Shuelds (1d200 CRouses idi0 on Prefix anilfer Sutlis: cable) 
I-10 Buschler +1 AC (negates hand protection} Ic 
Ht Srvall Shieh LAG (negates hand protection} 13 
[7-2] Large Shield (200 (megates hand protection) 20 
22-25 Fate Shield sss. +3 AC (meganes hand protection) 50 
S627 Soiked Shield +2 A (owed as Lb [x2 pierce weapon; megane: hand prokection) on 
ea-9 Bore: Stucld 5 3 AC (regates hard protection) 150 
A032 Towser Stele [S-nalli +4 AC (repaves hand protection) 250 
age Gothic Sleek: i2 NG (megates hand protection) 500 
2i-50 Darvers (1d20-CK, uses d60+25 on Prefix and/or SuFix table} 
ee Thresicag Knife (400) 123, crit 19-20N2, 1 lb, Small, Preercing fea 
Il 13 Dagse bei crit SO420e2, Dh, Tira, Prencing q 
le 1 Dirks ; let. crit (O-20e2, 2 ibe, Senall, Piercing) Slashing if 
[e—71 Kris Id4, crit (B-20sx3, 2 lbs. Liny, Poewcing 15 
2-32 Balanced rife (2de! Id4, crit (9-209, | Ib. Small, Piercine Sea 
AS4 Lilede ld, crit (S B0Ne2, 2 lbs. Small, Pierce! Slashing 20 
31-4 Swords [d20+C4 ages 600 78 or, Prefix ane for Suffix tables} 
i 4 Shore Seword It, crit S-20x?, Alig, Arnall, Prencing 
Bet Gabe ese. (sce ebee lid, crit +202, 4 Ibs, Medium, Slashing an 
a Scum rar lé, cri, E-20 ee, 4 Ibe. Medium, Slashing 20 
H-13 ; Falelnen te Idé, crit (B-20 x2, G6 lbs.. Medium, Slashing a4 
4-5 Bree Sencar Id, crit |? 202, 4 lbs. Medium, Slashing f5 
|c—iT Langs wacnd ao Id, crir 19-202, dbs... Merkur, Slasher ie 
|3 Crystal Savard If, ort E—-20 s/o, 5 lhe, Mecium, Slashing 150 
20 Claymore ; WHO. crit P42, 15 Ibs, Larae, Slashing isa 
2l-24 Tero-Handed Syeerc Id10", erit 9-202, 15 Ibs., Large, Slashing IPS 
Pa—24 War Susceik sss Idl@, erin S202 lbs Peledium. Slashing 2th) 
27-38 Cant Sword 206°, ont 19-20/x2, 15 tbs. Large, Slashing 250 
29-30 Gastard Sword 206, crit 19-20/%2, tbs, Large, Slashing 230 
al 32 Flauberge 28, ome M202, 15 fs., Laree. Slashing ana 
aa Great Savard 2a, ok YOO eZ, 1Selbs., Large, Slashing 500 
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Pe TE 


49-50 


al-55 


né—h34 


Clubs (1d20-CR, uses 1db0+25 on Prefix and/or Suffix table) 


I-T 

84 

113 
j4-I? 
18-19 
Fel ee 
24-25 
Pa 
29-40 
al-32 


AS+ 


ub 

Spiked (hobs 
Mace (Light) 
Seu Ler 
Morning Star 
Grand Scepter 
Flail {1 aght} 
‘Afar Hasire 
Maul 

War Saeapibesr 
Great Maul 


lel, ck 2, 3 los. Medium, Blucipecrmnyg 

id&@, oit <3, 5 les., Medien, BludgeoningPieraneg 
ldé, crit x26 [bs,, Small, Blucgeoning 

idé, crit =2, 4 los., Medium, Bludgeoning 

id8, ont <2, 8 fbs.. Medium, Bludgeomma/Pierone 
Id, cnt 2, 6 Ibs., Medium, Bludgeoring 

Id@, coe x2, 5 Ibs., Medium, Bhodgecomy 

Id@, crit <3, $ Ibs., Medium, Bholgeoning 

1d”, crit «3, 25 ibs., Large, Bludgeoning 

Id10, crit x?, 6 lhs., Medium, Gludgeoning 

2dé, ent *3, 30 Ibs., Large, Bludgeonine 


Javelina Spears (}d2@0+CR, uses 160425 on Prefix and/or Suffix table} 


|-? 
#10 
Li-13 
L4t-l¥ 
1a-20) 
21-23 
24-76 
2f-29 
50. 32 
S41 
Pealisvariris 
|-8 
b-|4 
13-20 
2is26 
77-42 
a+ 
Ayes 
1-5 
5-9 
bole 
i-lé 
i7-lA8 
me 
2l-#2 
23-29 
26-79 
30-33 
oc oo Be 
ao+ 
thos 
l-f 
2.10 
ie 
eet 
2)-23 
24-26 
2r-29 
30-32 
a+ 


Javelin (Light, 2d4} 


Shart Spear 
Lang Spear 
Pilurn (204) 
‘Tridenc 


Ciaive (Light, 2) 


Brandistack 


Thinning Spear (2d4) 


Speturn 
Pike (heavy) 


Id4, crit x2, Range 30 ft., | lb. Medium, Piercing 
dé, ert <3, 3 lbs., Range 20 fi., Mediu, Piercing 
bei" aril 3, 9 lbs., Large, Piercing 

Idé. crit x2, Range 20 fi., 4 lbs., Medium, Piercing 
Id12", crit ®2, 15 Iibs., Large, Piercing 

Id8, ont x2, Ranwe 10 ft, 4lbs., Mednim, Poewcing 
206", crit <3, 15 Ibs., Large, Prercinp, Slashing 

1d, crit x2, Range 30 ft. 3 lk., Medium, Piercing 
1412", crit x3, 15 lbs., Lans:, Piercing Slashing 
Yd. crit x3, 12 Ibs, Large, Piercing 


(id20) OB, uses 1d60+25.0n Pretix and/or Suffix table) 


Voulze 
Secyihie 


Poleane 


Halberd (leary 


Weer Scythe 


[d@", crit x3, 10 Ibs.. Large, Slashing 
944", ont x3, 1S lbs., Large, Slashing 
244°, crit wd, 12 lbs., Large, Piercings Slashing 
1d10", crite, 15 lbs,, Large. Slashing 
2d6, crit 3, (5 ibs., Large, Piercing! Hashing 
346°, crit x4, (Siths., Large, Pierce! Mashing 


(d20+0R, uses 160425 on Prefix and/or Sufix table) 


Hard Aso (Light 


Ave [Aartel] 


Throwing Axe (Light, 24) 


Larva Aue 
Double Ace 
Military Pick 
Broad Axe 


Bathe Ame (Pelee) 
Ralarced Axe (Throwing, 2d) 


Wyte Awe 
Great Ace 
Ciant Ae 


lt, crit x, 2 Ibs., Small, Slashirw 

Id6. cit «3, 4Ibs., Meciuen, Slashing 

Idd. crit x2, Range 10 ft., 2 llbs., Small, Slashing 
dd. erit #3, 12 Ibs. Large, Slashing 

id8. cnt <3, 7 fbs., Medium, Slashing 

Ide, cnt «4, 6 lbs., Medium, Prercirg: 

{d1?", cnt x3, 15 Ibs., Large, Slashing 

246°, cit 3, 15 lbs., Large, Slashing 

ldé, crit M2, Range 10 *., 4 lbs., Medium, Slasting 
dO, crit «3, (0 lbs. Medium, Slashing 

ad8", ont x3, 20 Ibs_. Large, Slashine 

2410, cnt 3, 25 Ibs., Large, Slashing 


(d2040R, uses 160430 on Prefix and/or Suffix table} 


Stuart Pease 
Hurrier’s Gorw 
Lary: Bowe 
Arrows (48) 
Composite Pawy 


Short Battle Bow 


Short War Gow 


Long Battle Bow 


Lora Wear Bor 


hd. crit x3, Range 80 ft., 2 lhs., Medion, Piercing 

Id6", crit x3, Range TO f., 2 Ibs., Medium, Piercing 

Id8”, crit =3, Range M007, 3 lbs., Large, Plercine 

Damage os paar bow 

Ld8°, cnt «3, Range 10 ft., 3 los., Large, Piercing 

idf (+1 Sireneth bow), cri x3. Range 70 [t., 2 lbs.. Medium, Percing 
‘dé {+2 Strenszth bens) , ont 24, Range Tu . 2 lbs : Mirulrurri. Piercing 
id (+1 Steength bow)’, crit x3, Range 110 ft., 3 lbs... Large, Piercing 
ida (42 Strength bow), erit =4, Range |10 f., 3 lbs., Large. Piercing 


&@ 


1a 
20 
250 


2 esa 
20 
40 

42a 
80 

dea 

LL 

i 

120 

200 


i 


20 
“) 
ao 
150 
ZOU) 
250) 


if 
20 
Aiea 
10 
4 
40 
EM} 
250 
4a 
Io 
3a 
450 


ai 
a 
74 
lea 
10 
150 
200 
250) 
sat 


4-85 Crossbows (120. CR, uses }d60+30 on Prefix and/or Suffex table) 


1s Kelts (de) Damage as per crassheney 
Gel Ligh Crosshoras 1d, crit 20x, Range 80 ft... Ibs, Srmall, Prercine 
l#-22 Bivts (db) ating as per crossbows 
25-32 Crossbaw () lea) [dl0", cit M4EOye2, Range [20 &., 9 lbs., Medium, Piercing 
35- Bolts (ado) Damage as per crossbow 
6-70 Wanes (ld20 CR. uses 1d60+40 on Prefix and/or Suffix tate) 
1-13 Wand Id? crit x2. | lb. Small, Bludgeaning 
b4o20 Bone Warned fd, crit 2, | th. Small, Bludeeoning 
FI-325 ‘few Varad Idd, cit x2, | Ib, Small, Gludgeonang 
26- Cisne Vvend id, ort x2, | db. Small, Bludgeoramy 
TITS Slaves (eek, uses [d60-—40 on Prefix andser Suffix table) 
AO Short Statf Idd”, crit 2, 3ibs., Medium, Bladgeoning 
Lig Leng Staff idé’, crt *2, 6 lbs, Large, Bludgeoning 
20-26 Cinarked Stal? 1d8" ort x?, 6 lbs, Lame, Bludgeoning 
et-32 Bart: Salt 2d4", crit ¥2, 8 Ibs.. Large, Bludgeoning 
3+ War Stal? IO", cet x2, Wibs., Large, Mudgeoning 
TATS Accesses (1de0+ChK, uses lod +30 on Pretiz and/or Suttix table] 
i (harm Mas its effect if canied on persue 
flt Ring Woe an hare, ene per bend 
18 Flag: Draped ower body, one per character 
|9 (irk Wor anarm, ane per character, can't use both shield and arb 
20+ Avrrmalet, 9" Warrant rack, ane per character 
aC ets (d20+CR, uses [dd04+30 on Prefix and/or Suffie table} 
l-? Choped Jewel Ball ld: | amettyst, 2 diamond, 3 emerald, 4 ruby, 3 sapphere, A Lapaz 
e-i4 Flawed Jewel Roll Idé: | amethys:, 2 dierneenl, 3 emerald, 4 ruby, 3 sapphire, 6 tapas 
b4t9 Jeane] eon Roll dé: barnett, 2 diamond, 3 emerald, 4 ruby, 5 sapphire, G copaz 
235 Firtwylase Jewel Rall Ieié: | arnethyst, 2 diamond, 3 emerald, 4 ruby, 3 sapphire, G copaz 
Bet Pertiect Jewels: Rall ldo: bametivst, f diamond, 3 emerall, 4 ruby, 5 sapphire, ¢ copar 
Al-S0 Irecrilsael gpells (204-08, 1cl01 90 on the Sutis table any 
I-IT Gepalk-=seeeens Can be read once te saat the spell, aL minimum level necessary te rast sel 
18 Pune Set once as a trap, acts as a ghyah af warding with the listed spell’s ettece 
Sy Boal ss Can be read once io gain Uhe spell, allows one improvernent class fr its spell 


S100 Perwhabes (see Perishables table} 


“These are wiekled veith Gad hands, and disallews use ola shrek) 


Lon 

70) 
1 2a 
150 
1 ea. 


an 
oo 
(uu 


IC 
50 
a) 

10) 
200 


Si 
TS 
1 
lau 


20g 


4) 
li 
2a) 
0) 
100K) 


#5 
5 


10 


“First improvement is either 1 die of damage, +1 ability damage, or +2 paints of healing. Second improvement ts —2 seve. Ignore 


improventents that dont apoly, 


Prefixes (1d100) 

1-20 lenpreves Armor Class (1d204 Cl) 
15 Sburedy 
G10 Firs 
es Srrong 
lish tirand 
17-18 Valliant 
| lores 
iv File ssecd 
2a 24 Awesome 
DHS Sanity 
27-28 Holy 
254 Godhy 

21-55 lenproves saving throws (1d204CR) 
| Terug 
Z Agen 
4 Crises 
4 Scher 
5 Pear 
ib Beryl 
qt Co 
Fa wssrrne ne 
) Lass 
10 Burgundy 
lI *Lameeerira: 
12 heory 
ii as 
IA lel 
15 Pyrite 
1A (lobatt 
l? Garnet 
li Coral 
IS Crystal 
20 Viridian 
a Elsary 
z2 (Crysolite 
25 Saphire: 
Ba Puiby 
23 Aumibher 
ae Dead 
oF Erneracd 
28 Obsidian 
29 lopaz 
30 Prismatic 
ol Shu 


-| AC 
=] AC 
HAG. 12 against micales 
pA 
12 AD, +4 agent missiles 
i AC 
+4 AC. +4 against missuts 
+4 AC 
HAC, 15 agzinst missiles 
+5,4C 


1S AC, +8 against missiles 


+] save ve. acid 

+] save vs. cold 

=] save vs, fire 

iL sas ys, Gghintirig 

tL sang ws. cml influencing erent s 

+| sawe ws. Ooo 

+] save vs. spells 
42 save ve. acid 

+2 save vs. cold 

PZ save ws, Fire | - 

heosave ws. Lghinired 

12 save vs. rind-influencirg effexcts 

ta save Wa. poison 

+2 save vs spells 

+3 save vs. acid amd -1/4 acid damanze 

©) sea ve. cold arn -1/4 cold damaue 

-9 seve ws. fire and —1/4 fice damage 

+9) sawe vs. lightning and 1/4 lighunang damage 
40) save ws. mimd-influencamea ethects 

+3 save vs. poison and ignore initial porsom carrge 
ba save vs. spells and -1/4 spell damage 

44 save vs. acil and -L 2 acid damage 

I} save vs. cold and -]/2 colet clarreaue 

+4 save ws. fire and 1/2 fire dartiage 

+4 save vs. lightning and —1/2 lighoning damage 
a4 seve vs. mind-mfuencine effects 

4 save ve porscan and ignore secondary puxsun damage 
it save ve spell and 1/2 spell damage 

12 ter all serves 

+3 to all saves 


+4 Los all saves. 


52 


GP 


= 
“= 


0 
50 
3.750 
5,000 
6,230 
750) 
B7S0 
1.000 
FOOD 
7s.000 
17 Su 


Po Po 
came] 


a) 


2 CLI) 
2000) 
2000) 
2000 
2000 
20) 
2000 
4.000 
4000 
4.000 
4000 
4,000 
& Cit) 
4,000. 
&, 0000 
6,000 
6, OES 
600) 
6,00] 
4 000 
4.000 
Aooo 
HCI 
BGO 
BOO 
B00 
Bot 
HAI 
1,00 
15,003 
18 ,W 


S039 Acets foes reactions (1dz0+CR) 


40) 


46 49 


e139 


|e 
F-10 
II 

2 


13-16 


[7-19 


ral 
Zl-23 
Z4—26 


eee? 
30) - 


Stabila: 
Wiearying. 
Prasirms 
Ricking 
Depleting 


Heeling 


Chas 
Subjugating 
Fariguirig 


Eats ling 
Cherwell 


Affects Faogue (20 ORI 


iw 


ce, 


fi, 


lnaprawes shuls and spells (dt! +CRy 


24) 


Cursed Troll the beaver rtiernt's prelia: realli 


115 

le-25 
26-35 
aot 
46-35 


soit 


S040 


“lureless 
Pounce 


kT 


Flaseier’s 


Slayer a 
Surenaer 5 
Mlank & 
Auriael’s 
Archers 


M@ercirnance: 3 
Priests 222 


Aweh-Aangel': 


Rus tial 
Vulrwralse 

lass ; 

1 lyera's ieee 
Frog's 

“toh, Bec 
Brass 

Tir: BUR Se 


Crystalline 


Weak 2° 
Fierit 
Lisrstitnay 
Dull 
(hirrrsy 


Chasen fre fathootert nes nund: Vill save {D0 1S) neeates Ss, 000 

Chaser foe Hathooted Idd sounds: Vill sae (TH 0) megabes 

Chasen fe deals hall damae Id rownds; Yl save (DC 25) negates 
Ablaching unarmed does mot provoke attacks of oppor bonity 

Chasen for takes 20 unitanys penalty for 4d4¢ rounds; 

Will stave (DC 2.5) negates 

Chosen foo takes fear effect (see PH: Vil save (DAD 18) resgances 

Chasen fie charges to random mew alignavent for bd] resureds:; 

Will save (DFC 20) negates 

Chosen foe can take onky partial actwwes dor 2c rouractls; 

Vill save (UD 28) negates 

Chesen foe takes decrepify elect for bd4 rounds; Will swe (DO 25) negates 
Chesser fie takes decree effect for 2d4 rounds; Vell save (OCl 28) negates 
Chosen tee takes deesrgpclly ellect fer Sd4 rounds; Will ene (DID 20) erates 


You recover trom being tired un half the urre 


ou aT inrintmure: bo falegue 


+1 rangent abtacksrenk witht class skills famazons orbs 
+] reelee athack {rank with class skills (harhamanis only 
+1 spell evel rank wilh class shale [necroamancers any! 
+1] melee attack/rank with sliss shill (palackins only) 

i soell level/rank wath-class skols [soeveresses only 

2 ranged attack/raries wilh class sculls (amazons anh) 

] mole attecs/ranks weil class skills (oarhev iain only! 
~2 spell levelssranks with class skills (necromanicers eeily) 
=2 melee allack/ranks veitaciass slalis (paladins only? 

—2 spell levels/ranks with class skills (sarceresses only] 


sats 


-| A 

ZAC 
—# to all saves : 
Liser cannot cast spells. pics 
| spell level (fF the user can cast such spells) 
Aun light source carried ly uur fas a -10 ft. radius 

L attics 

? attack i see : 
Wher weapon deal: damage roll ldé: cova, the weagan deals mo damage and ts 
desi oyedd 
Base damage is halved (ralind down) 
Base damage is reducers ts: | 
Attacking woth this terbeauses oe damage 

artack ard base Garage is halved (rounc dawn} 
2 attack and ase damage ip reduced te | 


Capricious (all aga on Prefix table using 1d 00 instead of item's normal col) 
Agtects visibility (dz CRI 


14 
re 
1-l? 
1-21 
22-24 


at 


Chrwving 
Cracular 
Wraseen 
Hidden 
Vered 
Stalking 


Giews ooo 30-fr. radius 

(Canstant see imencbrlty tis G0 TL. 

Lisee ts vinci toall beemes more than 30 7, avery 

Lioer is miele bo all beings more than 20 A. any 

Leer ps irrersatale: Lea alll beers meee than | fr. ey 

Leer is inicible on any cound he or she ces ok ewe, attack or cost aspen 


a3 


10,000 
1,000 
1,000 


10,000 
(2,500) 


Po obo Bao ba 
ri : 
= 
te 


—1 Or. Lr 
1 


3,000 
4,0 


— ee ia a 


£30 
5 020 
ran 
100 
400 
10 


56-40 Affects number of castable spells (ld 201 CR) 


63 70 


tT? 


+) spell lewel (fuser can cast apelis) 

+2 spell levels per day (if user cam cast spells) 

PS apell levels per dan (Fuser can cast spells) 

4 soell levels per deny (iF user cam cast spells) 

+5 spell bevels peer day (if uter can cast spells! 

+65 somell hewels peer lay (if user Tau Cast spells) 

+7 spell levels per day (if user can cast spells) 

+8 apell levels per day (if user cam cast speellsi 

19 spell levels per deny (if user can cast spells) 

When user casts a sgrueell , thier isa] i 10 that full PRED reCKAT 1 restored 
When user casts «spell, cheng is a Lin 4 chance that fill oreaacator ix restored 
Wher you kills fie im melee, you gain back | spell of your chome 

User reduces any! damage by L!4 if he or she loses ore prepared spell 


Doubles the duration of herbs 
Doubles the duratian of oils and resins 
+1 to CR on base treasure table 
Qeubles the effect of herbs 

Doubles the effect of oils and resins 


iL save va. cold 

IL savas. fire 

+] saves. lightning 

+1 save ve. mindaniivencing effects 
+] sane wee Peers] 

+1 save vs. spell 

il Ganstitution 

+). Dexteriny 

+| Intelligence 

+1 Strength 

+1 Wisdom ‘ 
tl Charisma 

hl A 

+| attack 

42 crither clare 


+5 bt parels 


1] attack 

FL attack, +2 ys. uodead and demonic creatores 

FZ attack 

+2) attack, +]0us. undead and demonic cceobures ae 
+3 attack 

43 aitack, +4 vs. undead and demonic sceatunes 

+4 attack 

i 5 attack 


[=5 Lizarc’s 
é&o Spader’: 
1-25 Raven's 

ld 1? raha 
1a=21 Ser perils 
233 Drake's 
25-25 Dragon's 
if Wiyron's 

28 Aycira's 
29-30 Dewiesus 

Al Feritied 
a2 ‘Triumaphant 
a34 Vuloine 
Affects magical items (]d20+(R)} 
LG Extenchiny 
T-|? Chew 
La-15 Fiwtusrhow is 
1-14 A errien ting 
it- Catalyzing 
AiFocts the users personal statistics (ld20+0 KR) 
lo Filuxe 

IH Red 

fi Orange 
T-8 Vihute 
9-10 Oeeen 
itz Filiae:k, 

[a=l4 Trargsh 
I5—lA Sal 

17-18 Grilltarit 
sez Mighty 

Be het Vibrant 
e334 Formehis 
25-26 Resiliatt 
aay to len 
29-30 Miisiuilar 
Ala Healthy 
Improves artack seores (1l20-CR) 
1-4 Firearneit 

7a Iria 

ro te heer 

MES Steel 

1-19 ald 

20-3) Platinum 
22-25 hlithril 
26-30 Mleiteciric: 
+ Weird 


iSattack, extra successful bilan a qatoral 20) 


6.4 


2a 
5.000 
74500 
"o.000 
500 
S000 
P50 
20,000 
92 500 
93,500 
26 000 
25 000 
27300 


2500 
2,500 
000 
6.000 
5,000 


2,000 
2.000 
2,000 
2000 
2 000: 
7 00 
2500 
20 
2,500 
2900 
2.00 
2,500 
2 300 
2.400 
2.400) 
2.300 


9 500 


cage LL 


5.000 
6.250 
eee 
6.750: 
oon 
12,500 
(5.000 


TRAH2 Was topeoverd charmage (+O R} 


53-90 


+1 damage 
il damage, increase threat range by | 
12 churmayger 
+2 damage, increase threat range by | 
+43) clare 
+4 Garage, merease thread nares bey | 
+4 damage, increase threat ranee by | 
+4 damage, increase dhreal ranve by 2 
+a damage, increase threat cange by 2 


lmpeoves attack scores and has eaproved damape(ldz04+-CR) 


l-5 Jagged 
oF Deadly 
TB Vicious 
li? Heavy 
Far | Bristal 
B75 a 
25-29 Savage 
ts Bed Rurthless 
3eh+ Merciless 
ee Sharp 

6-9 Fire 

10-13 War ricr s 
J4el? Saldier’s 
\B-2, Hunight's 
Sieh Master's 
2o-24 Toappelgarer 5 
30-33 Laral’s 

a4 37 Uhampien’s 
30+ Firs 
Affects ems charges {ld201CR} 
Jj Plentiful 

1é desitier's 
74 Bisariiitiak 





=| attack: micrease rhreat Arne hy ] 
—| attack: morease threat range by 2 

2 attack: increase threat ranee by | 
2 attack: increase threat range by 2 
+S attach: increase threat range by | 
+S ateack; mores: threat mings by 2 


for each athack, roll a bce ard adel ct te attack ane clammage liodals 


+4 atrack: increas? Uireal range by | 
14 atrach; increase Creat range by 2 
+5 attack; increase threat range by | 


Tesine normal mepomum charges 


Casis arandem spell fram Sufix wile 91-00 


‘Three bes normal rmaaiinoin charges 


B65 


2,300 
5, 000 
5 000 
FS) 
7,500 
10, 008) 
12,500 
15, 000 
17,500 


5,000 

7.500 
10.000 
12.500 
15200 
17.500 
20,000 
0.000 
22, 300) 
25 000 


7.400 
1, 000) 
(2,500 


Suffixes (1d100) 
‘20 Reduces damage taken (1d20+CR) 


| pont of damage taluen from each attack 
~? paints of damage taken fram each attack 
-3 paints of damage taken from each attack 
—4 points of damage taken trom each attack 


—5 points of darnane taken from each aback, 


Surces ful melee attacks against the wearer deal (d4 pours 
of damage to the attacker 

Successful melee attacks against the weerer deal 2d4 points 
ol damage te the attacker 

42 AC when attacking: 44 AC when mot allacking 


ltem gams +3 hardness rating, +4 Dur. 

Item pains +5 hardness racing, +12 Dus. 

lier cannot be damaged or destroyed 

All items carried gar +3 hardness rating, +6 Dur. 
All tens carried gain +5 hardness rating, +12 Bur. 


+50% Marve 

Haws all exhaustion penalties Iron moverteEt 

Running doesnt cause exhaustion 

21008 Move +2 chadue bonus, can't be caught flat-footed 
(150% Move. +4 dedge bonus, | extra partial action per rourul 


4 het: poate 

+6 hat points 

+3 hit points 

+10 hit points 
tLZ bit pouty 
15 bet pesirels 
1B hv ports 
—20 lal posts 
=25 hat points 
+40 hit pounts 


|| Constitution 
+1 Dex lerity 

+1 bvtellgence 
+1 Strenath 

+1 Wisdom 

12 Constitution 
2 Dexiteritey 

r 2 Drceelligzerecce 
+2 Strength 

<2 Wisdom 

+3 Canstitution 
13 Dexterity 
+3 Intelbgerice 
+3 Streneth 

+3) Wosdhan 

+4 Constinumion 


I-1] of Health 
12-1T of Proviecbaar 
[a-22 oF Absscarpelice 
2R-26 al’ Life 
zit al Deflection 
21-29 Has an elect when attacked (ld 204 CR) 
1-10) af Thorns 
ae fe af Spikes 
19 of Blocking 
2e—?7? irnemives tharability (1d 20+ R) 
I-10 of Sturdiniess 
H—l4 of Strincture 
[3-.F ofthe: Ages 
ls 19 al Boman 
af af Unity 
PR-30) Adtects miccement (20 HOR 
1-8 of Paci 
3-10 of the Harse 
li-l4 of the Cx 
1519 of Speed 
20+ ol laste 
31-35 Increases hit paints (d20-CRI 
|—# of the .leckal 
ee oF thus Fres 
I4if aa thie diagaa 
ae | al dhe Wolf 
Pa24 al ie Cagle 
PES of the Tiger 
26-27 ef the Lion 
2a—25 of the Miarnmoth 
ao 3l of the Whale 
34 al the colossus 
36 450 Increases ability scares (ed 20+CR) 
I-2 of Vitaliy 
44 of Dex leriy 
5-6 of Enurey 
is al Surength 
210 af the Lyas 
le af fest 
i3-|4 of Skill 
5-l¢ of the: Mliracl 
17-18 of Might 
9-20 if the Lenard 
al of im, 
22 of Accuracy 
24 of Brilliarix 
ad of Poveer 
25 of che Jiiuar 
26 of Wigen 
a of Precision 


14 Dexterity 


Bé 


GP 


2,509 
2,000 
F500 
10, C030 
12,500 


5.000 


7 ,o00 
1 Oe 


7500 
2,00 
Foe 
7,50) 
1.000 


2.000 
3.000 
6.000 
10,000 
100 


2,500) 
2,000 
7300 
1.000 
2.500 
15.000 
IF 500 
20.000 
rer 
2a 


2,500 
2,500) 
2500 
2400 
“2.300 
5 C0 
5.000 
5.000 
3,000) 
3.009 
7, a0] 
Tal 
7,50) 
faed 
7,560 
10,000 
i100: 


1a 49 


28 . iT eer 
on of the Giant 
aC of the Tiger 
= il of Lf 

32 of Perfection 

acne te : il Wotan 
34 atthe Titan 
44 ofthe Lian 
an of che Sky 
AF at one Micon 
3H av? phi Saars 
a4 qt toe Heavens 
40 al une Zachac 
Cursed troll che base items suffix roll} 
ILS or lears 
fé-25 of Pau 
25-27 af Rricdeess 
2e—29) of Decay 
a0 al Fravility 
at 40 of the Vulture 


Gyre 
ally 


Ala 


o4 3b 


41-42 of Disease 
43-44 of “Atrophy 
tie iat of Divahn, 
AT-48 oF Whiewkr ness 
49-50 ul Une Coat 


al of the Pit 

a2 of Illness 

54 of Parabysis 
54 of Drauning 
53 ill Fraley 

5G oD che Rat 

a of Trouble 

58 of Pox 

5 of Garrupiion 
SO ak [rifeecticsi 
6) af Ruin 

be eth Capaasecd 


65 G4 al Discord 
bo BF of the Night 
ee red of the Dack 


TY oF thee ‘yout 
Ti ao oF Passreby 
S10 iol the Ssuail 


91-00) of the Fac! 


4 Intellgerice 
-4 Strength 
4 Wisdom 
+8 Caretitution 
+5 Dexterity; 
+5 lntelligence 
+5 Strength 
15 Wrisdorn 
It to all anllity scores 
+2 toall abliry scores 
$25) tis all alsditay scares 
+4 bi all alviiby SOIT TES 


+5 to all abilicy scores 


iL point of damage taken wich each artack 
+2 points of damage taken with each attach 
Liars usual barriess rertuced te 0 
+2 darnage. items weuel hardness rating 1 reduced toa 0 
On the first uae in ecenhat, bern is descresed 
Ld hit points 
| Canstitution 
| Pesteriny 
—l bitelh geri 
-l Strenaih 
—| VWiadam 
=| to all ability scores 
2 Constitution 
—2 Dexterity 
—2 Intellyzance 
—? Strerath 
—2 Viacom 
2 wo all ability scores 
Chener canmet regain hit pounce while item is carned 
Chenier cannot restore cast soclls whike item is carried 
Emells thet afferk che user's cowl last wre chiapas vl 
T spell per clay cost be prepared ask leeweel highwer 
2 spells per day rriust be prepared as 7] level hieher 
Seells cast in one achon mow take full round 
Arey light source carried by user has a -l0 ft. radius 
Any licht source carried by user has a- 20 ft. radius 
Ancy light squrce carried by user has a a0 fe. racdives 
— penalty when albtackine with this her 
User allachs WE peer bec) TU nls wi hE Lidl Lb us wLern 


One random spell per day vanishes atter spell prepararion 


Caancous (cl again on Suffice table using id) 00 wistead of item's marmal ralli 


iriprwes recovery (Lhd20 1 CRS 
I-15 of Rngeneration 


fia il Rusgrurar ts 


Jfects apel preparation (hi20+(R] 
|= of Warding 
ae ef the Sentinel 
P3206 oF Guarding 
25-34 or Negation 
45+ nf Chsmeas 


Wiser reais | lest het pene peer ruined 
User reais | beripumary alibby carnage per 10 minutes 


l epell per day prepared as if | level lower 

2 spells per day prepared as of each | level lever 
J spells per day prepared as df each | level kewer 
4 spells per day prepared as if each | level krver 


3 spells per cay prepared aos of each | level lower 


G7 


Iu au 
1.308 
1 o0G 
12,500 
12 300 
12.50 
12 S00 
i 0G 

5 at 
20,000 
30.000 
40.000 
$0000 


ee) a Se ee oe Pe eee ee ee 


10), TC 
17,500 


2.000 
FSO 
1,00 
12,500 
15.000 


7-60 


Al-O4 


Gt-eT 


63-70 


Tl-Ta 


#6-77 


Affects ppvall naSsUrig of combat (ld20+CR) 


L% oF the Apomentace 

(H15 of doe Magus 

E16 of Balance 

17-18 of Stahility 

(a of Harnicny 

Improves treasure finding {}d20+CR) 
110) al Greed 

LL We al Chance 

[9-26 of Wealth: 

fi+ of Fortune 


lproves light sources (id20 HCR) 


+2 enhancement bonus te Conceatraton skill checks 

+4. enhancement barus to Cannentrabon skill checks 
hnineunity to trip abiacks and entangiements 

Immunity to stuns, Vip attacks, ard entanglements 
Ioumunity to stuns, disarms, trip attacks, anit entanglements 


CR is +2 fie random gold on Base table 
CR is +2 for random magic item on tales 
CR is 14 for randen gold on Pas table 
Chis ¢4 for random magic iter om tables 


Any bght source carried by user is 110 ft. radius 
Any light source carmen by user is +20 IL. radius 
Anry light source carried by user is +30 ft. radius 


(45 to Disable Device checks; 1/2 damage from aps 
Immune ta nondamaging cold effects 

(2 save wa. paren 

25 save We. polo 

+H save Ve. Poepor 

+3 save vs. poasan; Liday slew poem for ld4 hours 


el deaarrrase ~ 

tl darmage, +2 damage vs. Large or higger creatures 
+2 clarrage 

+2 damage, (3 damage vs. Large or bigger creatures 
43 damage 

If maximum hase damage is ralled then trale clamage 
Multiply danage by Id4; ana 4, oo carriage 18 dealt 
4 clanmnage 


+5 clamiage 


MLinimum base damage with thes item is 2 
Mlininurn base damage with this cbem i 3 
Minumurn base damage with this item is 4 
Miramunn base damage: wilh this ipem is 5 


+1 speed inmatie bonus 
+2 Speed inruainwe bomus 
3 spered Irakarliwe: Goes 


I-13 of Lignt 

14-18 of Radiance 

4 of the Sum 

Recioces elfeets of hazards (1d20 HOR) 
|—# af tis Thiet? 

314 of Warnntly 

15-1# if Remedy 

2 ol Areiocatien 
22-23 of DeFartice 

24 of Purzine 
Increases damage (cl204 CR) 
|—4 of Craftsmanship 
5-8 ol Chuality 

2A of Maiming 

i214 of Slareiryz 

145-1 of Cin 

ld of Deweslation 

hes of the Jester 
20.22 al Clarmaaze 

Bia oF Slaughter 
l-nproves sninenum darnage (ld20+CR) 
1-8 of Misasure 

315 of Werth 

1i-20 al Excellence 

Zul oF Performeanve 
APerts attack soeed (4204CK) 
|-& of Resicdimess 

M15 of Alacnily 

15-15 nf Sawiluess 

20 of Checks 


(4 speed inivative born 
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2.000 

5,000 

7 S00 
10,000 
20 Q0Ke: 


7.500 
WoO 
70,000 
12.500 
= 
2,500 
4,750 
5, OM] 


4750 
5.00 
5,000 
7,500 
1g 
12,500: 


2,000 
4,750 
5000 
6,250 
7,500 
Sra 
1090 
1000 
12 0: 


2,500) 
ee 
7500 
oocu 
2 500 
3,750" 
5,200 
7,500) 


Ta-80 Add: effects to damaged foe (ld20+CR) 


L-3 
As 
7-3 
I-i# 
13-14 
15-LS 
[f-L8 
IS 20 
sn 7 
fe 
23 
24 
a5 
a6 
77 
25 
230) 
4 


wa T 


of Prost 

oF Flarne 

of Shack 

of Blight. 

of lee 

of Fire 

of Lightning 
of Veneam 
oF the tolacier 
of Burra 
of Thunder 
of Pestilence 
of Vilensss 


of the: Crusactenrs 


of Destrociau: 
of Peril 

ol the Bear 

of the Gnzzly 


=1d6 paints of cold damage 
tldé points of fire damage 
tilde mairits. ot hygeine, clirrmaue 
Idé points of damage 
+208 poss ol cold darnase 
2:6 pools ol lire darmiage 
+246 points of lightning damage 
+206 points of damase 
(3d6 points of cold damage 
306 pounts of fire damage 
+36 poores of lightrim, elarniage 
+306 pooiis of damage 
Wounds caused nse be healed magically, megabes regeneralion 
+| cumulative damage per successful consecutive allack against same foe 
Foe takes extn damage equal ro 20 — foes AC fon OD) 
Frew: talkers clovuiboks charmegue, wereliies takes normal daumnage 
Hit smacks fox 10 hack foul of melee rence) 
HiLkroacks foe back 20 ft. four of melee range) 


Bi@2 Restores ona seccesshal hit (a-CR) 


I-A 
s—9 
W144 
[4-1T 
[2-20 
233 
A4+ 


oF tht Lasetech 
of the © olan 
ol Ure Bat 

of Glexad 

of the Talon 


of the Varapire 


ol the Lexus 


Successful hit heals user [cb hit pears 

Successful hit agamst spelicaster restores 4 apell levels of user's sorceress spells 
Successhal hit against a spellcasler reatores 3 spell levels of user's mecrcemaricer spells 
Successful hit heals user bd6 hit points 

Successtul hil againet a spelleasner restores ome of user's cash sorceress spells 
Suceesstul hit against a apelloaster restores ore af user's cast necromancer spells 
Successful hit heals user 2d bet pois 


22-84 Causes darnage te armor oc weapons (ld20 CR) Ss 


4 
—! 


al Pierewig, 


Fee's armor desomyecd, Forliluche save negates (D8 is damage dealt] 


aid of Bresaing Fie’. weapon dastived, Portitude save negates (DAC is derrape cell) 
la -2 of Purctucing Fox's armor destrueyed, Dortitude save negates (DXC is damage dealt — 3) 
e228 of Srmiashirn Poe's weapon destroyed, Fostitact save tegales (OC is damage dealc 5) 
F9+ oF Rashene Poe's armor destroyed, Fort. save negates (DC is darnage dealt + 10) 

as Affacls weapon petticiencies (Ld20+CR) Bot 
I-13 ol Case User gains proficiency for ine 
14-1 of Sinplicty User gains qanalinierssy ard Weapon Focus for item 

46-90 Aerts available uses (ld20+ CR) ‘ash 
L-13 of Mam, Mire ee charge/arrow per round for Free (ethers node be provided) 
lt oF Plenty Fire two charges/arrows per round for free (others cost) must be peowded) 


S100 Allines: the casting ol a spel (ld20 oR e* 


\-7 of (Spell Mamet Piarecdeirct [st eevee! spell 
al? of (Spell Name) Rarekarrs ral devel spell 
[+16 af (Spell Mann Randa 3rd level spell 
LF=[& of Identify Casls lenny spell (from PAY as a smandard action 
19-20 af Trav Por tal Creates a portal allowing one-time, there-arcl-back passage to a base: 
only those who step throweh the front of the portal can return back thronaghi a. 
#1-24 af (Spell Names Riarecharr [st lew! speell 
25-27 al (Spell Mamel Randarn let evel opal 
a+ of (Spell Marne Rarcam lst evel apeil 


*hecolls and canes hee 1) of listed ep value. Books hive Lf 2 of usted gm value. 
“Wands and shuns fave a maxicnumt [We] 0 charges, all are rechargeable (except rescribed spells). 
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2500 
2,500 
2.500 
2.500 
5,000 
15,000 
5.000 
5000 
7,500 
7,500 
7.500 
T,500 
7,500 
10,0001 
10,000 
12,500 
12,500 
15,000 


7.400 
1o,0001 
1o,000 
fo, 030 
12,500 
12,500 
15,000 


1.000 
12,500 
12,500 
£5 a8 
17,500 


5.000 
bo. Won: 


7.500 
15 00 


2500 
5 000 
7,500 
7500 


1.000 
POU 
17,500 
15.000 


4 
Perishables (ld100) 
MOTE: Pouans, herbs, and elixirs are imbibed: oils cast melee weapons: resins cot missile weapons. 
MOTE: Multiple potions, heros, anc clours can be ingested without ary misciboicy ettects. 


18 
[4 
Ale 
17-14 
19 

20 

| 


4 


co 


24 
24 
24 
Zt; 


See ee ae 
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fate be 
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38 
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Healing Potren 
Marv Postivsn 
Ratiuvenation Petron 


Full Rejuvenation Potion 


Auntidiane: 

Poll Antidote 
Starnma Prats 
Full Starnire Preeti 
Resborauan Potion 
Chl 

Explosite Potion 
Vulminating Poten 
Rancid Gas Poeicrn 
CAoking Gas Petia 
Siranghaw Gas Poon 
Avadie Potion 
Enersizeng Herb 
Strengthening Herts 
Empowerng Hers 
Aurctoul Hark 
Skil Herb 
Adrait Mera 
Stalwart Aerb 
Hardy Hern 
Robust Aserb 

Sage Herts 

Bhreved Hers 
Vivid Plerb 

Indizo Herb 
Cerulean Herb 
Fuassiet Flreris 
Wermlicn Herds 
Caackina Plerb 
Parsee | lerh 
Swart Harb 
Avtramentous Herb 
Wital Kerk 
Enduring: Hers 
Lrigenit Pers 

Fleec Pers 

Grisk Herb 

Swit Herb 
Dazzling Herb 
Fascirishirig | lero 
Brnehi 1 der ds 

Salar | lerb 
Onaniseient Hers 
hivstical Herb 
Avoane Herb 


Strenath Elixir 


Reroll or Base Treasure table. subtable to result tL 

Reroll om Base Treasure table, subtable to result II 

Heals 408.7 points of camage, mestocus 4 prevniusly cast spell levels 
Heals 808415 points of damage and restores 8 previcusly cast spell levels 
Restores bd ability pret hast to poesar 

Pastors all akthtey pela lish bo poser 

Nemabes current fatigue 

Megates current tigue. immune to fatrgue-causing Factors fer [0 oinutes 
Heals all damage. dispels mind-ativencaryg el Teccts 

dé fire, | pout splash, 20% falure chance 


36 pemes of dame, [eit salesh 


ld meoirvts ot acid darrtage: splash |. burrs Lat nouns 
Pols Bas, see premadelike weapons 

Poison gas, see gremacelike weapons 

Poison gas, see grenadelike weapons 

Idé acied, splish 

+2 Streneth for 10 cnnales 

eS Seer Par 10 rninmabes 

+4 Shree far 10 eninubes 

+2 Dexterity foe 10 minutes 

b 43 Dexterity for 10 runutes 

h4 Dexterity for 10 minutes 

+2 Constitution for [0 reenubes 

+5 Clon titutiern bor 1 menutes 

+4 Constitution tor 10 menutes 

V2 Intelligence for 1 minuces 

13 Intelligence for 1) moimures 

t4 Iogelligence for 0 mires 

bet we cok, 1 cool carnage far 10 eninutes 

+4 save ws. ookl, -1/2 cold damage tor (0 cninutes 

+2 save vs. fire, -1/4 fire damage for [D-munvtes 

b4 save ws. fire. -1/2 fice damage for 10 minutes 

2 pave vs. lightoing, <L'4 lightring darcage bor 10 rreorntes 
I4 save ws. lightning, 1/2 liehtome damage far 10 munctes 
+2 saw vs. spell — 1/4 spell darmage for 10 minutes 

+4 save vs. spell, -1)/2 spell damage far [0 minutes 

+42 Rave WS. Dood, no inital damage. lasts [Oo minutes 

i4 save ws, poison, no secondary carta, lasts 10 minutes 
i2 speed instars bomus for [0 coumusters 

i4osomed inectiacr Gera: Ror (0) ecmales 

+10 fr. speed bans te mere tor 10 rules 

+20 ft. speed ors wo mcwe For 10 minutes 

+1 Isi-kewel spell, cask within 10 minutes (gpelleaster only) 
+1 2od-level spell, cast within 10 mirmunes [spelleaster oily) 
Bonus hit points, | 30% of current, for 10 minutes 

Pronis bet paints, + 100 af curren, fi 10 airmiies 

+1 Intelhgence for 10 mieiutes 

All swell dhimateornes: —S0 i cask within 1O oninubes 

All spell durations doubled if.cast within (0 minutes 

ba Sheng hor cere day 
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Dexterity Elixir 
Vitality Elixir 
Intell-gence Elixir 
CoA Elixir 
Spectral Fhsir 
Fire Elissa 

hoe Elise: 
Lightning Elixir 
Plasic Elzcir 
Psicnia Fl wir 
Patson Elrxir 
Fruaruy FE ixir 
Agcuracy Clixir 
Damnare Elsxir 
Defense Eloxir 
Lite Exxir 

Posseer-E lise 
Acoumaey OW" 
Precision Oil” 
Mastery or 
Shacpness ata eee 
Pur ou" 
Favagerny Onl” 
Deak oar 

I lardering 6 
Ierapet wit 4sMeee il 
Iparnueniey Gu 
Shall Cul 
Foctitucke Chips 
Blackseninh's (il 
Penmace sce Oil 
Enchantment ‘il 
Monster Book: Pare 


behest 
cian 


+2 Dexterity for one day 

2 Canstitution far one diy 
<2 hitelliggericse Aor cee clay 
—2 Wisdom for ome day 
-2 bo all abilities bor ore dev 

Zossvews. tire for one day 
12 savews, cold fer ane day 
| a aS at ightning for he Canny 
+2 sat wet sell far ome: cling 
+2 save vs. coindaniluencine eflects for ane day 
+2 save 8. PST bear care day 
+2 to all saves for one day 
PZ attack for one day 
our minicnum base damage is 4 far one chy 
PE AGS for one dary 
+5) bomaxinemarn it pois far are clay 
+h -lse-level spell slat ispelicaster only} tar one day 
2 attack | weapon ter 10 arrewe) for 10 munutes 
PA attack L weapon for 10 ercosve} for 1) recites 
+4 attack | sweeapon for |0 scuses) far 10 recniles 
+2 chonaise | veeapiord tor 10 ae) for 10 minutes 
+34 chimage | veespon [er Uarraeesd oe 10 trirnles 
+4 damage | weapon (or arrows toe 10 minutes 
1S damage | weapon fer arrows) toe 1) minutes 
anointed weapon gives Moo? for 10 reinutes 
12 AQ foe 10 comune 
+4 AG fie Mi cirtines seer aoa 
Gains proficiency for Uns weeoon tor 10 minutes 
Repairs all dari bo one berry 
Item gains —5 hardness for 10 mirmures 
Item becomes endestructible For one day 
Wirepon type perrmanmenth: commence (rob 20440 on Base Ibe Labbe} 
fll then oll again on thin table fia paver, OU thes sell beice more 
1D leart 
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AOS chanis: for a rec msn of acre Resins are apolied Lo missile weapons, ails are apolied na melee weapons. 
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CHAPTER FIVE: TMI@NSTERS 


As you soon find yourself up ta your eyeballs in bat Diagia Il Dungeon Masters that reads samething 
demons, try ever so hard to remember that your like: “For every lime you even suspect that your 
original poal was to loot the dungeon. Also try very players have read Chapter Five of Qrablerre, double 
hard te remember that the monsters’ best strategy the number of monsters in each encounter.” It might 
for avoiding extinction at your hands 1s ta hall you he there. it mught not. Guess there's only one way Lo 
hrst. And finally, always, kridew for certain 

always remember, mo 
matter how bachy things 
































ao tor you wher youre READING THE 
up ta your eyeballs in ENTRIES 


bat demons that want ta 
de unte you before you 
can da unte them, that 
unlike the computer garne, 
there is oo “Save” com 
roar. IF these things kill 
your characler, youd better 
have sone Weary trustworthy 
friends. Otherwise, it's back 
ta Chapter Cine. 


Got a copy of the DUNGEONS 
& DRAGONS Monster felon? 

This section is the same 
sort af thing. I you dant 
have a copy, it bails 
dewn to this: Monsters 
qave all their impor lanl game 
abilities listed in colurnns of 
Statistics, amounting to the 
samme basic thing as the olay- 
ers character sheets, 

Each monster has a size, 
a type (what species of 
rnanster it isi, a class (what 
kind af monster it is), Hit 
Dice [with average hit 
paints, for those af you 
who forget your dice), 
all che pertinent cormbsat 
information: imnilatve 
(how likely ab is ta go 


DUNGEON 
MASTERS @NLY 
BEY@ND THIS POINT 


Chay, we don’t really believe that 
you aren't going to at least look ab 
the pretty pictures in this chap- 
ter. Nor do we believe that 
While looking at these pic 
TUNES, YOu aren bh cas1orl- first), speed, AC, attac 
ally going ta peek at the bonuses, damage. plus 
nuribers next to them— 4 & abilities, skills. feats, argan- 
you know, just to igalen land typical nurtn- 
see what chase ber appearing), Challenge 
funky claws or horns Rating, and alignment. 
in the illustration ce. Any special attacks, 
And hey, iF youre special defenses or other 
going to look at impertantl Getauds are bsnect 
the numbers, too. After chat, a bunch of 
youre bound to text gives a brief sketch of whut the 
occasionally notice the word “special” in the Special monster's all about, haw iL reacts to 
Actacks line, and then you'll just have to vlance over enemies, and any other mbermation 
at the rest of the Lext co see why the monster's you need to know if youre going to pet it 
attacks are so darn special, And if youre going Up against a gang of ambitious heroes 
to de that, why not just read the whole text? 
Go ahead. Aonestly, we don't mind. Just There's some information about haw tough 
remember, there might just be a line somewhere in the thing is (“How much experience do the adverrbur- 
Oragio fy To Hell and Back. a special instruction for ers get if they beat iL7"). The dungeon level determines 


é2 


cpasure (see the Base Treasure 
able in Chapter Four}. 


5a, now you know the secret to 
reading DiAsLO Tl monster 
entries. Wasn't that fin? oe er | 
D or Dex=D 
Last Minute D&D Stuff 
Before we get to the actual mon- 
sters, here are a few details you 
will need if you don't quite have a 
handle on the new DED rules. 

First, take a look at the abbreyi- 
agen list on this page. Ifyou run 
inte a shortened word in the 


F 


Fire vula.=hire yulmerabslity spe 


tial 


Imp. Init. 


skill: 


“ionster chapter wou dont know, 
nat 


it'll probably be here. 

Monsters, Type and Align- 
ment: All monsters with the 
aint of the Prime Evils have the 
sublype “Evil” for the purpose 
ofall spells and magical effects. 


Sp. Attack 
Sp. Quality 


All tainted creatures that are 
nat “Undead” or neutral also 


nave the subtype “Law” or 
‘(Chaas” for the purpose of all 
apells magical efttects 
wiless noted otherwise. This 
includes just about all the mon- 
sters described here except golems, which are neu- 
tral magic constructs. All monsters are “always” i 
gnimient type, so we put it here instead of repeating 


arid 


ai 
ita bunch. 

Face/Reach: Face is how much area a monster 
takes up, and Reach is how far away it can attack in 
melee combat. 

Special Attacks and Resistances: The world of 
4B [| has a few special attack forms. The mast 
carmmnarn are cold, fire, lightning (electricity), mind con- 
tral, and poison. Creatures might be resistant or 
Mune to one or mare of these special attack forrns. 
(A few other specials like acid and disease aren't com- 
an enough for most monsters to have resistance or 
rhmurity to them). 

Specta! Note about Porons: Poisons are a special 
allack form. A character exposed te poison makes an 
wnimediale saving throw against an initial effect, then a 
minute later another saving throw against a secondary 
ettect. Either, both, or neither effect may happen, 
dzpending on how the es go, Poison damage is wsti 


Say 
lky a temporary ability score loss, which means you'll 


wel better, if you live. 


Kn. frel.j— Kine, 


lanoroaved lribiatrre 
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Fortitude is based on 
is Weed when 


Saves: 
Constitution and 
toughness is the main factor in 
surviving the attack. Reflex is 
based on Dexterity and is usecl 
when dodging is more important. 
Willis used when a strong mind is 
the best defense. 

Special Qualities: These are 
any monster special abilities that 
are mot attacks. Sometimes they 
wall be lirntations or weaknesses. 

Abilities, Skills, and Feats: 
These are just like player charac- 
ters have. In general, bonuses and 


penalties hey 
IL Weber they affect the numbers. 
lf you a skill with an asterisk 
(*) check the text description for 
special details. 

Organization: How many of 


é already been acted 


See 


this Dy pee of THOS Ler yoru CAql 
Ex peecl io Firid LP TRUIT SUL IW core 
place. (Unless you want to play 
“Nightmare Level” 

Challenge Rating (CR): Rat 
ings are for single monsters, 
Roughly, =A four-character Party 
can handle about 4 encounters 
where CR and parcy level are equal. [fF theyre noc 
equal, it gets a litthe more complicated. Overall, Hic 
Dice have more weight than number of creatures, 
(See the OMG if you want to take this further.) 


= 
= 


But Where are These? 
Informatien from the Monster Manual that you don't 
need mow: 

Climate/ Terrain: Since nearly all creatures detailed 
in this book are tainted by Prime Evil magic, and since 
they tend to concentrate in places likewise tainted, no 
climate or terrain bypes are listed. 

Treasure: DIABLO Il treasure is keyed to dungeon 
lewel. See the Base Treasur 1 table il (Chapler Four Lo 
work out how much treasure monsters have. 

Advancement Range: D&D monsters often have an 
advancement range, which just means you can have bigger 
monsters of the same type with more Hit Dice, attacks, 
better saves, and so on. DIABLO II creatures in general 
don't have advancement ranges. The vanecy of creatures 
Within each broad rypes serves this function. In Diao i: 
To Hell and Gack, you'll see upgraded monsters, but we 
cant guarantee your Pls will appreciate that innovation 


J 
eict i 
Ade 


ACID BEAST 


Acid Beast Pouan Spitter Pit Beast Lava Mana 
Medium-Size Medium-Size Medium—Size Medium-Size 
Magical Beast Magical Beast Magical Beast Magical Beast 
Hit Dice: $10 16 hp) 410 (22 hp) éd/0 (33 Api 1210 166 ko} 
Initiative: +3 {Dex} 13 (Dies +i (Dex) 13 (Bex) 
Speed: 50 ft 50 fi. a0 Fr, 50) ft 
AC: 14 (=S nat., +5 Dex! 16 (+3 mat., +3 Dex) I? (44 mat.. 13 Dex) 7 i+ nat., -—3 Dex! 
Attacks: Bite +3 release Bite 14 melee Bite +6 melee Bite +12 rmieiee 
Damage: Bite ld held accel Bite 24 +poison Bite: 2G +18 ace] Bite 20% —Jd 10 Fire 
Face/Reach: ft. by 5 PLS Bt. 5 fk, by SS Fe. 5 ft by 56.5 ft 5 ft. bay 5 PLS Ft. 


Sp. Attacks: 


Sp. Qualities: 


Soir Fda acl 

i—6 ranged touch), 
acd puciedle 

Acid umirmuariity 
death paddle 


Spit poison 

[+7 ranged touch, 
acid puddle 

Poison immunity, 
death puddle 


spal 208 acid 

(+9 ranged iaox:h) 
acid puddie 

Acad inmanraty, 
dasath puocklles, 


+3 sae ye. mined 


spit 2010 Are (aval 
ie 15 ranged touch) 
ack puddle 

Fire imarmunity, 
death puddic, 

+5 save ve. mind 


comin contral 
Saves: Fad, B46, We +2 F +4, +T. WV 42 F+7,R +8, Wo Poald. Rall, Ww? 
Abilities: SID, Olé, C10, 510, Dlé, C10, S10, D6, C10, S10. Olé, C10, 
12. WE, Che 12, WIZ, Ché 13, WH? hb 4. W¥12, Che 
Skills: Listen 46, Spat +f bhde +4, Listen +6, Hide +6, Listen +7 Hide 18, Listen +10 
Spot +6 Spot +7 Syuak +10 
Feats: Alertriess Alertness Aleriiess, Lereat Alertness, Sineat 
Fowrtituicke Rertioude, Iron ¥Vill 
Org.: Pack (4-H) Pack (3-8) Pack (3-8] Pack (3-8) 
CR: 2 4 4 é 
Alignment: Chactic evil Chace evil Chaate: evil Chaotic evil 


‘This sealy. scavenging cpuadruped is tainted with the dark 
mae of Baal. [t spits a causlic vend, Den moves in on prey 


Pit beasts are a hulking, meaner version of the acid beast. 
Acta: Spil, Reflex save (DC 18); acid damage 2clt 


Lava maws spew glohs of molten rock 
instead of acid. Lava: Spit, 
Retlex save ([00 18); fire 
damage 2di0 


bat sees weak or crippled. 

Acid Spit (Ex): Fach round, the acid beast can spit ils 
weno (range increment 30 feet) against ome opponent as a 
ranged! tawoh attack. A foe that fails the Reflex save takes 
anid darawe to one exposed item in addition to personal 
injury (see Chapter Two, Darnage to Equipment). The 
acid damage is cantinuous through two rounds, the 
reurid it is projected aml (he followving round. 

Acid Pudale (Foc): cid spit that hits forms a 3-foor puddle 
ceoterec! on the foe struck. If the beast misses, use the 
grenadelike weapon table ba determine the puddle’s loca- _A 

Z 






















tion. The puddle remams darigerous the round it hits and 
the following raunel, dealing equal damage m both rounds, 

Death Puddle (Ex); A sian acid beast immediately 
dissolves into an acidic 5-fo0l puddle that re 
ac-té bike Uhre aor oud: in all wears. Pa oH | a 

Acid beasts are the weakest of their eal 
type. Aca: Spit, Reflex save (DC 15); acid f } 
Clameage 2d4 I; 

Poison spitters project powon rather than 
acid. Finan: Bice or spt. Fortitude save (DC 14); 
irnlial darnage 1d} ternporary Strength, secondary damage 
ld3 temporary Strength, 
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Hit Dice: 
Initiative: 
Speed: 
AC: 


Attacks: 
Damage: 
Face/Reach: 
Sp. Attack: 


Sp. Qualities: 


SEVER! 
Abilities: 


Skills: 
Peete: 

Org.: 

CR: 
Algerian: 


Hit Dice: 
Initiative: 
Speed: 
AC: 


Attacks: 
Damage: 
Face/Reach: 
Sp. Attack: 


Sp. Qualities: 


Saves 
Sbilities: 


Shalls: 
Peats: 
Org. 


CR: 
Alignment: 


BAT DEMON 


Desert Wing 

Small Magical Beast 
Acd10 11 pl 

+3 (Dex) 

Fly 30 ft. (avg. 


l4 (—3 Pex, =] sires 


Gite +4 melee 

Rite ida 

5 fe. by 3 ff tt. 

Shack [dls 

Flirisigbyt ferechusk esate] 


F+5,R +5, WW +1 
BIO, DV nn, 

IZ, V¥I5, Chd 
Listen +7, Spot ia 
Wiseay Fis: (babe) 
Pincad (2-8) 

| 


Neutral evil 


Gloom Bat 

Small Magical Beast 
ad (27 Api 

bt (Dieses 

Fly WO Th. Cave.) 

[FP f—4 Dew +] sve 

ba Bt.) 

Bite +7 roielee 

Fite 206 

5 tt. by 5 A/S ft 

Shock [dH 

Blindsighit (echealossarxarn 
bi AVL ova. remmecl attacks 
F—4,R—-H, VW o4+2 

510, B18. CID, 

4. WIS. Che 

Lester +14, Syd +125 
Alertrenss, VWyeiap: Fors [hotel 
Broad (1-5) 


4 
Neutral evil 


Fiend 

Sitiall Magical Beast 
3cll 0 (14 hyp 

t4 (Dex) 

Fly 30 ft. Fi fave.) 


15 (+4 Dem, +1 sie 


Bite +5 melee 
Bite: 2cl4 

5 ft. by 5 ft. fr 
Shock 1d 


Blinclaighit (ercholoshiont 


F+4,R +9, ¥¥ +2 
S10, BIS, C210, 

IZ. WS, Ché 
Listen +7, Soot 47 
Wsapy Fare: (tle) 
Booed (7-8 

l 


Meuitral eval 


Blood Diver 
Small Magical Beast 
610 (33 hal 

14 [Dex] 

Fly “il f. fave. 

5 [+4 Te, +) sive 
+3 mat.) 

Bice +7 +2 riser 
Pine: 28 

ott. by 3 fe. te, 
Shea ble 


Blinedsight fechokecaticart) 


= +5, Ro+o WS Aa 

310. BLS, C10, 

15, ¥WWis, Che 

Listen 15. Bex +14 
Alercness, Veep Fee (hire) 
Brood (1-8), 

Sewarm (2-20 


3 


ot 


Meuntral evil 


€6 


Blink Bat 

Small Magical Beast 
ALI (222 bigs 

=4 (Dex) 

Fly SUK. (ave) 

16 [+4 Dex, +1 sive, 
—I nat.) 

Birk + 6 melee 

Bate bell 

OF by 5 f5 fr 


F+4,R +8, W¥ +2 

S10, Ob, C10, 

13, Wl, Ché 

Listen 112, Spor: I] 
Allerlovess, Weary Ponc (bive] 
Aran (1-8) 

z 


Neutral evel 


Dark Familiar 
Small Magical Beast 
BAO 4 hes} 
4 Dex] 
Fly UL. fave 3 
1% [+4 Ties, +1 ster, 
4 naz.) 
Give —9/—4 eles 
Pate 2A 
Sh by ots tr 
Shick lt 


Fi incisigl Ir ora shea: al ll a i 


F +6, Re +10, ¥¥ -4 

S10, DIB, Cio, 

lo, WIS, Che 

Listen +18, Speco. =<1¥ 
Adertriess, weary Feo thvibe! 
Brood (1-61, 

feeeattn (2200 

4 

Meutral 2 


BAT DEMON (CONT.) 


A single bat demon is an annayance—in swarms they are 
dangerous, These creatures have all been touched by evil, 
and the hellbort: ares are clownright lethal. 

Like their smaller arurnal relatives, bat demons attack 
directly, swerneng foes and tearing off mouthfuls of flesh 
with their sharp teeth. Their special attacks are covered in 
individual descriptions. All bat dernons get a +4 racial bonus 
to Spat ancl Listen checks. They lose these bonuses if their 
bhinidsivht is negabed, 

Shock (Sp): The bat dermon’s first bite that hits in a round 
delvers an adkehtional ld& points of electrical damage (like a 
shocking sraso spell). 

Blindsight (Ex): Bat demons 
can see" by emitting high-fre- 
quency sounds, inauclible 
te most other 
lures, that 
them to locate 
objects and 












Chea 


allcres 


crea luis 


within 120 feet. A silence spell negates this and forces the 
bat to rely on its weak vision, which has 4 maximum range 
of 10 feet. 

Desert wings are abnormally lerge bar deroeas with a 
taste for blood, Swarms of six or more have been known to 
overnowver overconfiderit delvers. 

Piends are a subspecies of deserl wing, bred for 
WICIOUSTHESS 

Blink bats can blink between dimensions as a supernatu 
ral power Any hit against one must be confirmed hy a spe- 
cial die nell (50%) or ross (it blinked). 

Gloom bats have darkness as a real component of their 
flesh, granting a +2 dodge bonus ageunsl ranigecl attacks. 
Blood divers have a terrible bite. 
Dark familiars have served 

demonic masters for cen- 
turies. In that ome, they 
have picked up several 
thaumaturac tricks. 


6é 


Hit Dice: 
Initiative: 
Speed: 
AM: 


Attacks: 
Damaze: 
Face! Reach: 
Sp. Attack: 
Sp. Qualities: 


Saves: 
Abilities: 
Skills: 
Peats: 
Org: 


CR: 
Aliznment: 


Bloodhawks are native te mountain regions. 
They are winged predacors with large, fang- 
toothed maw's and razor-sharp claws. and 
extremely protective of their nests. 
Some sages blame 
aggressiveness on the presence of 
the Prome Evils, who have further 
twisted the ugly carrion tow. 
Bloodhawks build 
regurgitated 
flesh and fur of ther prey. 
When a nest is encountered, a 


wWalthe and the 


nev  bloodhaws 


Foul Crow 

Small Magical Beast 
1+ 6S bap 

+) [Dex] 

Fly 60 ft. (good) 

12 (+1 Dex, +1 IEE 


2 claws } 3 melee 
law b=" 

5 fe. by 4 8 FR, 
Swoop 


744, Ro+3, WW 41 
58, BIS, Cl2Z, 

2. WILE, Che 
Listen +<, 

Spat. +4" 

Weap Fin {claw 


Flreck iay 
ftp 

id 

Meutral eval 


thei recent 


nests ol 


Ld Mt ah 


Bloodhawk 

Small Magical Beast 
P1042 (19 hp} 

+2 (Dex] 

Fly SO Ft. (good) 

13 (+2 Dex, +1 ace) 

2 claws +5 melee 
Claw Idlf 

ft by 5 5 fe 
Seoop 


F+4, Ro+4, ve + 
510, 14, £12, 
[2. We, Cheé 
Listen +24, 

Scuit +4* 


Weap Fin (claws) 


Flack cy bb} 


euiral evil 
















BL@@®DHAWK 


Black Raptor 
Small Magical Beast 
ell 43 (19 bys} 

+2 (Dex) 

Phy 40 ft. [goeed) 

16 [+2 Dex +1 ster, 
+ nat) 

2 claws +6 melee 
Clases [cl 

5 Ft. by 5 f.f5 ft 
Sacap 


Fad Rad, Vy 42 
510, Bld, C12 

13, WW12, Ché 
Lasher +5, 

Spar —5* 


Veeap Fin (claws) 


Flack (3-6) 
| 


Meuiral evil 


Cloud Stalker 
Small Magical Beast 
el = 042 bp) 

6 (ex, Im, Init. 
Fly 40 tk. (geod) 
le i-3 Tex, —1 
size, - 5 nat} 

2 claw: —8 melee 
Caw Ach 

5 ft. by 57/5 fit. 
aera 

Fire resisharice I, 
electricity 
resistance SU 
F+5 R465, Wii 2 
510. Di4, Cle, 

4, We, Ché 
listen +7 

Spot +7* 

lrg. Init. 

Wap Fire fe awer] 
Flock [3-65 


MHerstral eel 


they clave with ther talons, not relencing 


still formidable. 


ani (hey or their prey ane dead, GloxxJ- 
hawks have a +8 racial bonus to Spor 
checks in daylight. 
Foul crows, feeding prinianh: abl 
might, are eanhy dentfied by their eerie, 
plowing), redeyes. Poul crews are che least 
danmercus species ol bloodhevk— thouels 


Bloodhawka are mained for ther red-huecl 
lealhers—end Ue uritarmed aggression. “Their 
termble cries and foul feeding habits are charac- 
teristic of ther entire class of related herels 















Black raptors, inary gattennye of lesser var- 
rian feeders, are accorded first scavenping 
nights. They are larger, meaner, ancl darker yver- 
swans of their cousins, and are rizbily feared by 
man and animal. 

Cloud stalkers are rare birds that have been 
persccially rarsed by the hand of a demecuc master. Fed of 
the sweet meats of elf and man since they were hatch- 

lings, cloud stalkers clePy narure with their abeorminalsle 
size and cruel visaue. 


every other round. Wp to 
ten bloocdhawks cay live in a 
single communal neat. IF caught in 
the nest, blooedhawks can be eas- 
iy dispatched by setting their 
nests alight. 

Swoop (BJ: When first attack- 
ig, blondhawks svweeow on Uveir foes 
ging therm a 12 bonus to attack 
and damage rolls. Once in melee, 


é7 


CLAW VIPER 


Tomb Viper Claw Viper 
Large Monstrous Large Monstrous 
Humanoid Humanoid 


Hit Dice: 508 (77 yi 6d8 (27 bp 


Initiative: +5 i+| Dex 15 (+) Dex 
Imp. Inti lrg. lint.) 
Speed: a0) fr. 30 ft. 


AC: T [4 | Drews, 


| size, —/ mat) 


[2 (+1 Dex, 
—| size, —8 rat} 


Attachs: Fo claws —S melee 2 claws 46/1 | meioe, 
tal += 3 melee toil + rele: 
Damage: Claw [dd4+1, Claw Idé+l., 
maul ilo tad Ido+] 
Face! Reach: 5 ft by 5 ft. 5 ft. by 5 ll. 


1) tt. 


Freezing charan 


1) Fe 
Sp. Attacks: 
Sp. Qualities: 


Freezing vharge 


Uncanny dds Uneanriy cide 


Saves: F+l,R—S, Woo F427, R46, vv +4 
Abilities: 512, Bl2, C10, S12, D2, CIO, 
IS, WI. Child iT, WIE, Chl 
Shaills: Hie +9, Hide 4/0 
Jurp +15 diay +17, 
Spat +4 Spor —10 
Feats: Imp. Irii., lang. Init. , 
Multiattack Miuthattach 
Org.: Prod (2-51 Brood (2-5) 
CR: Z 4 
Alignment: Chaote evil haotie evil 


Vipers are hideous snake like creatures 
with arms and other humaneid features. 
They well serve Ue legions of Hell 

Freezing Charge (Sp): Arvy time a 
clay viper could make a charge 
attack, it can make a leaping charge 
thal does claw damage and affects 
the target as a sft spell. 

Uncanny Dodge (Ex): Claw wipers can- 
nol be flanked. This defense denies a rogue 
the ability te sneak attack a claw viper. oe 

Skills: Clay vipers receive a +12 (9 
racial bonus to Jump checks. ‘i 

Tomb vipers ace the weakest of 
the lot, constantly taking the brutali- 
Ly of their serpentine hin. 

Claw vipers peefer to slash veth 
their claws rather chan bite. “Phough 


toweher than tomb vipers, they too are budled by other vipers, 




















Salamander 
Large Monstrous 
Humanoid 
TeB+7T (38 hp) 

5 i+] Dex 
ing. Enut.3 
0 fk. 
[9 (+1 Dex, 

L size, +9 mat) 
2 claws (8/445 melee 
tal +6 melee 
Clay WS+2, 


Lal Idd | 
5 ft. by St. 
IO 


Freezing charge 
Uncanny dodo, 
fire resiniance 


40 


F+3, Rh +6, io -6 
514, Diz, C12, 

la, Wie, Child 
Hide «II 

Juan +20, 

Soot +11 

lenge. Init. 
Muliiattack 


Brood (2-5) 
4 


Chaat: evil 


68 


Pit Wiper 

Large Monstrous 
Humanoid 
adb+8 (44 hy 

25 i+| Dex 

Imn. brwt.] 

wk 

13 (+1 Dhex 

I'S mat) 

9 claw +10'+45 melee, 
cal 47 meee 

Claw ldBt 2, 

tail jdé+1 

ft. by 5 ft. 

1 Fe. 


—] size 


Freezing chara 
Urcariny cexdien, 
fire redstanse 
10, +8 save 

WS. DOLSOTI 


Fra, R47, Wi4? 
Sl4, D2, C12, 

9, Wiz, Chit 

Hide +12, 

Jump +22, 

Spot +12 

Imp. Init, Multiactack, 
Wea Foo (lew) 


Birowart (2-5) 


5 
Chaotic evil 


pou son 


ursderliniss. 


racial 


Serpent Magus 
Large Monstrous 
Humanoid 
IdB+18 (98 bo 

i6 {+4 Dex 

ling lait 3 

50 tk. 

a0 (+2 Dex, 

-| size, +) mat 
Fiche LES 17 elie, 
tal —O wnelee 
Claw il#=7, 

tall 1541 

SR by Ff 

10 Fe 

Freezing Saran 
Licanriy code. 
fire resistarica 

40, —2 poe us. 
paisa, + save 
ws, aun ceriral 
F+3, 8 08. 4 +7 
S16. M14, C4, 
LIS. Wis, che 
Hide +16 

duirty +29, 

Spor +15 
Blind-Fight, Urreps Ire, 
Miuitial Lack, 

Weap Fou: [clew} 
Brood (2 5) 

& 

Chaotic evil 


Salamanders lowe in tery lakes. They tend to 
be reckless. 
Pit vipers, on the other hand, are craty 
beasts. seizing their toes, Toney gain a +4 
racial saving throw bonus against 


Serpent magi are far smarter lhan 
the brethren they leacd—they also 
enferce the separation between lesser 
and more powerful vioers. | bre 
oreater vipers hardhy care, bur the 

f magi spread fear among the 


Serpent magi have a —2 
SAMINE 
against poison anda +6 ramal 
saving throw bonus against 
mind influence etheccs. 


throw boas 


Hit Dice: 
Initiative: 
Seeed: 
AC: 


Avttachs: 


Damage: 
Faces Reach: 
Sp. Qualities: 
Saves; 
Abilities: 


Skills: 


Feats: 


Org.: 
CR: 
Alignment: 


The corrupt rogues are former mer 
hers of the Sislertieod of Uhe Sight- 
less Eyo who have been transformed 
through the ageney of hablo ard 
now serve the Prone Evils through 
their Lesser Evil servadn Aadariel. 
Thev have been corruprlel ke belevane ilsal 
their actions are fer the yood and kill arreere 


in) bieeir wey. 


Corrupt rogues carry bows as well as melee 
wears, af Jight wath therm interchanyeably 


Derk Hunter 
Medium-Size 
Alumancid 
1d (4 bg 

1] (Desh 

SU fe. 

1} ¢—1 Eoext 


Shark sword +0 
miehes: or shorter 
1) ranged 
Shockaweord Ili; 
nr shorthene [hd 
OF. by S ilo 


Pid. A +3. Wo+2 
SH. OI, Cl, 
I WELL, one 
Hide ~24, Fr. 
frel) +0, Mv 
Silerit wd 2, 
mearch + 
Spt +1 
Lighten 
Hetlewea 

Par by tlt 

14 


Chaacia evil 


ws the sttuation demands, 


Dark hunters aml vile hunters are (he luv- 
est rank af corrupt royue. Both dark and vile 


C®RRUPT ROGUE 


Wile Hunter 
Medium -Size 
Humanoid 
cle (5 Eyal 

(2 (Desi 

A th. 

[2 +2 Tee 


sherk sword +1 
melee: oe shorthonwe 
le FEE? 

Shart sveord ldé; 
naroshoarthow Idé 
Sf. by 3 Ft $3 ft. 


Paid. Roa, VW oad 
Stl. G14, 6711, 
2, YVLL. Ong 
Hide +3. Kr. 
trel 4) +0, lever 
Silertiy | 3, 
beerch +1, 
Saal +1 
Lighting 

et exes 

Par cy (2-54 
12 


Chaobe evil 


Bark Stalker 
Medium-Size 
Humanoid 

3d8 (13 Api 

<2 (Dex 

AMD) fit. 

13 (12 Dex, 

+] nat] 

Sypiesar —o1 rrieslee; 
or shorthonw 

+4 ranged 
Soear asl: 

or shortbow Lda 
5 te. by Str..'5 tr. 
+4 seve WH. 


poison 


F+l, FR +5, vv aii 
S13, Dla, Cll, 

HH VV, Chis 
Hirle —4, Mra. 

(rel 11, Pelcwe: 
Silently +4, 
Search +1, 
Spot +2 
Lightning 
Rellesns 
Party i sl 
] 


Chacha: evil 











Black Rogue 
Moadium-3ize 
Humanoid 
48 (16 hp) 

+2 [Den] 

A) Ft 

i4 (+2 Dex, 

+2 nati 

Syoear tb ero cece: 
or shortherw 

—5 ranged 
Spur bebe+); 

oe shorthow Lod 
5 ft. by 3 fh3 fe 
+12 see we. 
poor, 


F-1,R +5, ¥Wf—4 
51a, D4. Oil, 
13, WZ. Ché 
Hick +5, ira 
frei. 42, Move 
Silenchy +4, 
Search -2 
Spot 14 
Lightning 
Retlexes 

Party (4-7) 

Fs 


Chesvin ev! 


Flesh Hunter 
Medium-5ize 
Humanoid 
78-21 652 he 
-2 (Dex) 

a0 ft 

2? (+2 Dex, 

+)U nat 

Spastr +8 mele: 
or shar thes, 

+8 ranged 

Spesar 18-8; 

or shartbow IdG+8 

Ste. by 5 f.75 Fe. 
+13 says ve 

poison, damase 
reduechien Uf" 
F+5 R+T, i -? 
S16. GL, 716, 
4, Wwl4, Che 
Hide +4. Kr 
feel —4, Move 
Silenthy -—6, 
Sasirch +4, 

Soot 66 

Dedee, Lightrena 
Pretcences 

Party (5-8) 

4 


(charstic. evil 


hunters are richtly feared when they appear in 
marta! lands. 
Dark stalkers and black rogues often 
charge opronents with their spears. [Pthey can 
move 20 feet in a straight line, they trear any 
successlul fat as @ critical hat. in addition, beath 
dark stalkers and black rogues are more resist- 
ant to poison chan lesser corruct rogues. 


Flesh hunters have achiewed! ulin 


comruption. and feed ugen che flesh of moor- 
tals whom they've slain. A steady influx of 
Nesh acd dermenic influence grants flesh 
hunters terrible strenath. and the ability to 
shake of camage that would fell a lesser being 


FALLEN ONE 


Fallen One Carver 

Small] Outsider Small Outsider 
Hit Dice: Lf? d8 (2 hel 1S Cb begs 
Initiative: 1 (ext | (Dex 
Speed: 30 ft. AD fi. 
AC: 10 i-l Dex, Il f-1] Dex, 

il size +| size, +1 mat) 
Attacks: Shart sword Sheart sweard 

+2 melee i rrieelests 
Damage: Short sword ldf Short sword id6 
Face/Reach: S fe. by 5 ft /5 Ft 5 fi. by 5 Fi /'S fit. 
Saves: F+1,R4+0, WW of F+2,R +1, W +l 
Abilities: S10 09, C10 S10, 69, C10, 

15. WE. CHT 15, WE, CA? 
Shills: Hede +4 Hiche +4 

Lisren +24, Listen 13 

Spot +3 Spat +3 
Feats: Abertrusis Aber tress 
Org: Pack (3-412) Pack (3-123 
CR: 1/6 i 
Alignment: (Anotin ev Chaotic evil 


The grunts of the underworld, these demons are small 
nasty, murderous creatures. They have a rough tribal argani- 
zation and are ruled by more powerful shamans, whe have 
some magical abilities (see next entry). 

The fallen are courageous only in numbers; killing one oF 
their pack causes the rest to flee df they fail a Wisdorn check 
(OAC 145, unless a sharmar. is presen. 

Fallen ones are the lowest of the low. As a resull, they 
tend to be bad-tempered and wiolent, attacking anylhuny in 
their path. 

Carvers are only mildly insane, bul thal insanity pives 
hen a low cuncing and dangerous attitude. 

Devilkin are fully insane and attack in gibbering mobs, 
seeking bo unnerve their toes. 

Dark ones think nothing of the safety of their fellow 
Fallen Qnes and gladly push their fellows into battle if it 
means that they survive. 

Warped fallen are the worst of a bad lol, and no 
task is too monstrous for them, if gathered in sufficient 
numbers 


Devilkin 
Small Gutsider 
1d (4 Int 

| (Dex 
0 ft. 
12 (-l Dex, 

tl size, +2 nat) 
Short sword 
+2 melee 
Short sword ldo 
5 fe. bry StS Fr. 
Fa?, R +1, W +] 
Sid, D9, C10 
5. We, Ch? 
blsde +4 
Listen +3 
Soot +3 


Alertress 
Pack (3-12) 
liz 


Chaotic evil 


Dark One 
Small Qutsider 
248 (9 hp} 

-! (Dex) 

30 ib. 

13 (-1 Dex 

+1 size, 14 nat) 
Show L &vdrd 

+34 melee 

Short sword Idd 
5 fi. by 3 fh ft 
F#4,R <2, Wio4+2 
Siz, 09, C10, 
1, Wwe, oh? 
Hide +5 

Listen 13, Mowe 
Silently +3, 

Spot +34 
Alertm|ss 

Pack (a-) 2) 

| 

Chactic evil 


Warped One 
Small Qutsider 
444 (18 hp) 

| (Des) 
30 fk, 
15 Cl Dex, 

+l saa, +5) 
Shark geyeancd 

if melos 
Shart saagrd bdg+2 
5 ft. bee 3: it.05 Fe. 
Pad. R43, Wi +3 
514, 09, Cig, 
15, WS, Cay 
de 1 
Lishen +0, 
Move Silenthy —4, 
Spor ib 
A)er bees 
Pack {3-12} 
z 
Chaat evil 
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FALLEN @®NE SHAMAN 


“Enraged” “Decaented'' 

Small Qutsider $mall Outsider 
Hit Dice: dé (4 pi 2dé [9 hel 
Initiative: +i) +ih 
Speed: 3) Ft 30) fr. 
AC: LL jal size} Lz (41 size, 

+l mati 
Adbtecks: Sheart severed Sheart swore 
2 meles a melee 

Damage: Shark swear] 135 Shock swe [di 
Face/ Reach: Sit. by 5/5 fr, 5 Pt. by SP Ft 
Sp. Attacks: ice bour, ruse Fire bolr, raise 


Fallerd rhe taller ore 


Sp. Qualities: Morale Morale 

Saves: Fid,R-2, WV ob Fa, RS. WW 4 

Abilities: BM, DIG, 211, SQ, DIO. Cal, 
IF, WS, Call IS, WS, Chi? 

Skills: Heal 10. Aide Heal t2, Hide 
+6, Listen —3 —7, Listers +4, 
Spot —Ai Mowe Silervily 

2, Spot 14 

Peats: Alertness Alertness 

Org.: S04: | per 4 GOA: | per 4 
Fallen (ines Cat vers 

CR: | : 

Aliganent: (hadlic evil Chactic evil 


Fallen shamans are larcer and definitely more authoritanan 
than their lesser brochers. Ifa pack of fallen ones has at least 
four members, rhare is a 30% chanoe per four fallen that one 
Plamen 6 alec present. 

Fire Bolt (Su): Once cer sound, a tallen one shaman can 
cast a flaring missile ara single foe withon 100 feer as a par- 
tial action, AL successful Reflex seve (see emtries} reduces 
arriage by halt 

Morale (Su): |esser fallen ones do not break or run as long 
as one of their sharnans is present. 

Raise Fallen One (Sp): The shaman can bring hack te life 
any fallen one or lesser shaman within 50 feet, as if using a 
fre résurreouon spell. The revived fallen one has full hit points 
and can attack and funched normally the mext round. This is a 
full-raund aceian 

Enraged are shamans of the fallen ones. They tend te be 
bad-tempered and welent. Ther fre dole (DC 115 deals Idd 
points of damace. 


“Deranged" 
Small Outsider 
$48 (13 hp) 

+f) 

a0 fi. 

13 [+1 size, 

2 nach 

Short sword 

—4 melee 

Short sword bdSi+ 
5 ft. by Sf. 5 fi. 
Pure bolt. rane 
fallen one 

Fire resistance 
10, morale 


F+3,KR +3, VW +3 
S12, GIO, il, 

IL. WILL Cal? 
Heal +4. Ade 
+8, Listen —4 
Move Silently 

—4, Spelleratr 

—4, Sook +6 


Alernness 
AQ: | peer 
Deskin 

a 


Chance evil 


“Deprayed" 
Small Outsider 
468 (12 hp} 

+0 

407 

16 (+) sere, 

+5 mati 

Shart sword 

+3 meke 


Shart sword Idfi+!] 


5 ft. by 5/5 fe. 
Pure Belt, paises 
fallen ome 

Fire resistance 
aU, morale 


BP +4, +4, VWi+4 
515, Did, Gl, 

TLL, WEL. CIS 
Heal =5 Aide 
+10, Lasren +7 
Mowe Silently 

+6, Spelleratt 

+4, Spot +7 


Alertness 
Ss: | per 4 
Dark Omes 
“4 


t= 


CChaastic: esl 


*OWAlar pend |! 
Small Qutsider 
6d@ (27 he} 
+{] 
a0 fe. 
7 f+ gre, 

6 noth 
Sheet sword 
+7 melee 
Short seord Ide+? 
5 ft. by 5 feof S ft 
Fire dail, raise 
faller one 
Fire resistance 
30, =4 save ws. 
sained comcre, 
morale 
F+5. R+5, Wi 5 
514, G0, Cll, 
le, W¥14, ThIS 
Meal +11, Aide +12, 
En (arcana) —IQ, 
Listen + 13, 
Move Silench +9, 
Sorllerati +10 
Snot +13 
Aleruniess 
30%: | per 4 
Warped Ones 
4 


Chacon evil 


Tl 


Demented are shamans of the carvers. Their insanity 
anes them @ low cunung and dangerous attibuche, Thea fre 
fol (OC 12) deals 2d points of damage. 

Deranged are shamans of the dewilkin. They are fully 
insane and gihber to wninerve their foes, Pliamrans werk | ble 
Die or less and normal animals rust muke ou Will save (DC 
14. Animals that fail flee. hunans take a —l Morale penalty to 
thew attack rolls, Armor Class, ane skill checks. Thea frre bel 
(OC 13) deals 3d6 points of damaue. 

Depraved are shamans of the dark anes. They think 
necking of che safety of their fellow fallen ones and put 
their own survival first. Their fre bolr (DC 14) deals 46 
points of damage. 

Warped are shamans of the warped fallen. The worst of 
the worst lol, no task is Loo monstrous for therm. Their jre 
bolt (OC 16) deals Gd points of damage. They have a 14 
saving throw Goris against cined-influencing efercts 


Hit Dire: 
Initiative: 
Speed: 

AC: 

Attacks: 
Damage: 
Face: 

Sp. Attacks: 
Sp- Qualities: 


Saves: 
Abilities: 
Oirg.: 
CR: 


Alignment: 


(Carved figures, 


grotesque humans and 
animals, aré some 
times §=sorrupted 


and animated 
by esil, Mow 
possessed of 
horrid life, 
these story 
horrors 

have 

spread 

ho MTL 
deep and 
dark farts 
of che weoetd . 
With no need 
for food or 
weaber, gargoyles 


stand motioness 
for days or weeks 
ana time. However, 
should a moetal draw 
nea, they aré quick to break even 
years of immobility, and allack 
Construct fEx): limmune blo 
rund-influencing effects, poison, 
disease, and similar efhects, Met 
subject to critical hits, subdual 


Winged Demon 
Medium-Size 
Censtruct 

AclO (34 bgt 

tL (Dex) 

Fly 400 Ft. (poor) 

5 L Tex +7? rat 
Slam 14 methee 
Slam 2dé 
Skee 5 Fe Fh. 





GARGOYLE 


Gargoyle 
Medium-=Size 
Construct 

Bol 4b hy 

+] (Tk 

Phy 30 ft. {poor} 

18 [+] Dex, +7 rath 
Sarr —A rrietlere: 
Slam 2b 


et 


iby 5 AL SS FL 


Blood Claw 
Medium-Size 
Construct 
Lid lO (60 het 

| (Lrex] 
Fly 30 f.. {paorl 
IS d41 Dex, -8 nat.) 
Slam 1:4 melee 
Slam 2da—1 


# ee 
oe by o 9t. fF 


+4 bo Itilialive when eawing sto soap) 


Death Wing 
Medium-Size 
Construct 

1d LQ (7 hal 

+] (Dex 

Fhy 50 F (posri 

20 {41 Dex, —9 nec 
Sem +11 melee 
Slam 2d6+3 

A hy 3 te.'S tr. 


— Stone shape (Damage reduction (00/010, spell immunity, carat attack or mewe), Regenerate | hoor —— 


es  e 
(onstrucr, tire 
immunity 
F-2,R +5, Wo42 
S11, 213, C- 
6, WL), nT 
Wirng (2-7) 
‘| 


Neutral evil 


representing 


ability damage, energy drain, or death 


= 


fram massive damage. 


Stone Shape fEx)}: Because it locks exactly like o stone 
statue, the first round gargoyle shifts from stone form Lo 


Comtech 
elesctrecaiby inmmurily 
Fi?f,B 03, Wa 
Sl, Ola, Ce, 

19, Wl, Ch? 

Wing (2 7) 


= 


Nasutral evil 















Construct, fire 
inamunity 

F +3, Ro+4 4 —4 
5/3, BIS, C-, 

7, WIZ, Chr 
Wop (2-73 

G 

IMeucral evil 


ferocity, 


tors they are. 


Chan tAuce, 
2lectricit ew UTIrriuaTanly 
Fa4. R65, Vv +5 
m4. O15, C-, 

10, WW12, Ch? 
Wing (2-7) 

i 


Meutral ex 


animate form it has an additional 
ti) oinuliative bers, unless 
those attacked have 
gsarmehow discoversd 


Ls. bree abu. 
Winged de- 
mons are, like all 
BATEOVIES, Gale 
tle of Tbufil. 
Winged  de- 
mens make 
wood guards, 
especially for 
Teneribical 
areas of the 
Sin Var. 
Gargoyles 
are larly ielli- 
pent and evil, and 
SO) SQUTETIMES SET IE 
More povertul 


master. In this case, 
the 
act as soecial guardians 
or messengers. 
Blood claws make up tor 
low intelligence with a pure 
Though steny, blood 
claws relish « kill ike the precla- 


warwoyvles sua lly 


Death wings are tough, smart, and one of the most 
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horrible things a mortal sees before dying 4 swill, bru- 
Lal deach. 


Moon Clan Might Clan 
Medium-=-Size Medium-Size 
Outsider Outsider 
Hit Dice: 2edh=2 C11 lips S8+6 (15 beat 
Initiative: +! (Dex +) (Tex) 
Speed: 3) tk. ou tt 
AC: 15 (=1 Mex, +4 nak 1? f=1 Dex, +6 ati 
Atbachs: Aue eb crashes: Aye FA rene eect 
or longbow 14 or longbow |S 
ranged Tange 
Darniage- Axe d+? Boo [b+ 
Ingo Ld longheowar [cle 
Face! Reach: 5 ofr. by 4 ALS A. BRL. boy 5 Ff Fe. 
Sp. Attacks: —2 first melee 


Sp. Qualities: 


Saves: Fi4, Rid. Woi4 
Abilities: S14, O12, Cz, 
Wh Wile. Cals 
Skills: Intuvidaite —5. 
Jurn +6, Listem +4 
Search +4 
Feats: Veap Fac (bows) 
Org: Here {-L2) 
CR: iz 
Alignment: Clhiaciiis ew 


G@ATIMAN 


attack 


Fis, Rd, Ww 


Sl4, Ol2Z, Cl4 


WP, WF, Ohl 


intimidate | 7, 


humps —7, Listen 


+4 Search +7, 
Spot 16 


Weop Fos (bow) 
Peon Blank Sheet 


Heri a 


Clhawbe evil 


Warriors of Hell, the goatmen once 
batted each other for the amusement 
af the Prime Evils. Now, they war 
agaimét all whe seek co stop tieir vile 
masters. Lhe goatmen are broken into 
clans, the members of each with their 
cay bow from their dack lords. These 
uoat-headed humanoids are armed with 
curved blades, and half of them carry 
bows as well 

Moon Clan soatvnan ‘lesh has a pale. 
lurnincis clon 

Might Clan gowtmen blend with the 
derkress. Thus, Night Clan soatmen get 


Blood Clan 
Medium-Size 
Outsider 

48+8 (28 hy 

tl {Dex 

SO tt. 

20 (+1 Dex, +9 nat} 
Aue + rigs lsat: 

or longbow 46 
Taraeed 

Ane Ldlt+2: 
longbow 18 

5 Fe. bee 9 ALS Fe. 
+2 melee camage to 
wounded fre 


F465, R45, ¥e 43 
515, Gis, G14 

13, Wl, hl 
Intinudate 14 
Jump —9, Listen 
+8. Searca +8, 
Spot +3 


VWeap Pac [boa 
Fem! Blank Stic! 
Herd (1-123 


Chagall: evil 





7a 


Besth Clan 
Medium=-Size 
Outsider 
Sda—10 Ch2 hype} 
+] (Dex) 

Su tt. 


20 [+1 Dex, —9 rath 


Aue +5 rowtlsie: 


of longo 


+) 5+) 045 rangerd 


Ace (cll M—S3- 
longbow 1d 


AF. bey Fe 


+H sae wa. 


mine com, 
F+6,R 45, Wo43 


Slé, BIS. Cl4 


3, Wil2, Chi 


intimidare | 1. 


cura —10, Listen 


-4. Search +9) 
Spot +9, 
Wild. Lore —6 


Wreap Fae [bow 
Peart! Blarvs Sé1sl 


Herd (I-12) 
a 


Chace: ewil 


Hell Clan 
Medium-Size 
Outaider 

GrlB+12 (39 bm) 

t2 (Dex) 

30 FF. 

22 [+2 Dem, —] evar! 
Arse: —[9%—-]4-49 
cnélee: aor longbow 
+17 /+12/=7 rate 
Awe Id +5: 
longbow Lods 

Hh hy BP a. 
Mugat and Blood 

Sp. attacks 


Fire resislanie 20 


F+T, Rae, Wy 
BIR. D4, Cl4 
4 Wl? CalS 
Fide 42, 
Incimicdate +11 
Jump +13, Lester 
+10, Search -!1, 
Spat —10, 

Wild. Liore +19 
Weap Poo (boar 
Prk Blank Absa 
Herd {1-17} 

4 


Chiaislic: awl 


a +2 atlack bonus to their first attack i 
any melee. 

Blood Clan coatmen become fierce ar 
first blood. Dhey get a t2 darmase bonus 
against any foe that has been wounded in 
this combar. 

Death Clan goatmen wre killers 
through and through. Death clan recerve a 
+8 racial saving throw bonus against 
mind -intuencine ethects. 

Hell Clan goatmen are the ultimate 
terror of ther kind. Chey have the special 
attacks of the Wiehe and Blood Clans. 


Hit Dice: 
Initiative: 
Speed: 


Ac: 
Attacks: 


Damage: 
Face/Reach; 


Sp. Cualities: 


Saves: 
Abilities: 


Org: 
CR: 
Alignment: 


Clay 
Medium -Size 
Canstruct 
410 (22 bys) 
| {ldesx} 
20 IL. 
(evant t ruc 
21 | Dex, 
3 real) 
Slarty —5 rrnetleses 
Idi 3 
SfL by SL 50 


Cawiwstriact 


F+1,R +0, VW +1 


B48, C— 
1 WIL, Ohl 
Solitary 

, 

Neurral 


Blood Golem 


G@LEM 


Blood 
Medium-Size 
Construct 
Tdld (38 hp) 
-| (Dex) 

2} it. 

(oan L run} 

15 (-] Dex, 

+ mae) 

Slam +8 melee 
1de+5 

Sf. by 5 fo fe 
(ons brut 


F+2, R41, ¥W¥o+2 
516, Da, C—, 
-. WII, Chi 
Solitary 

3 


Meutral 


T4 


Iron 
Mediumn-Size 
Construct 
ad l0 (44 ho) 

| (Dex) 
70 ft. 
[can't run] 
20 i-l Dex 
+49 mat} 
Slam +10 melee 
705+6 
5 fi. bay 3 Af 
(onstruct 


Fre R+i, W432 
313, 4c 

IR, W111, Chi 
Soblary 

4 

Meuitral 


Fire 

Medium-Size 
Construct 

2410 165 apy 

+0) 

20 ft. 

(ean ruri 

18 (-1 Dex 

HP at 

Siar —13 melee 
fdb+? +led fire 
it. by 5 f£./'5 Tk. 
Canstruct, Lonnie bo 
fire, fire regeneration 
P+4. A a4, Vi +4 
£20, Bi, © 

I—. WALL Cal 
Solitary 

& 


“Ieutral 





GOLEM (CONT, 


Diag golems are temporary aubornatons. brought mile 
existedce by powerful necromancy spells. However, these 
creatures quickhy disperse inte dust when Ure bre 
run: gut or when they are destroyed in cornbat, 

The golem follows simple orders grven by its cre- 
actor, When ordered to attack the custer's fees, they 
attack nearesr, then the next nearest, and so ort. 

Construct Defenses (Ex): |miroiune to mind-infivenc- 
ing efiects, poison, disease, and simnilar effects. Not suh- 
ject te critical hits, subdual, ability darnmage, exergy drawn, or 
death trom massive damage. 

Fire Regeneration (Ex); For every 5 points of fire damage 
a fire golem is dealt, it heals back | point of dacnage 

Clay golems are raised by the 2nd-level necromancer spell 
clay gofent. 

Blood goleme are raised by the 4th-level mecromancer 
spell blood goles. When the blood golem strikes a hving 








ie Iron Gelern 
foe, the caster is cured of | point of darnage point for each 
2 veils the golem deals. When the golem is dealt dam- 
age. the caster takes | point of damage for each 3 dealt to 
the go.em. 

Iron golems are raised by che Sth-level mecromancer 
spell iron golem trom a metal magic item (not an artifact). 
The golem has the powers granted by the items prelia 
and suffix of the item (see Chapter Four: Magic Items tor 
details of these and the fron golem spell in Chapter Three 
for an example). 

Fire golems are raised by the oth-evel necromancer spell 
fire golem. The golem deals an additional ldS points of fire 
damage with each hit and is immune to tire dare 





Fire Golam 
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Hit Bice: 
Initiative: 


Speead: 


AC: 
Acttacks: 


Damage: 

Sp. Attacks: 
Sp- Qualities: 
Saves: 
Abilitias: 


Skills: 


Feats: 


Org: 
CR: 
Alignonent: 


MEGADEMON 


Balrog 

Large Qutsider 

[au#+63 ()25 hip) 

+5 (+) Dex, +4 Drripererd 
Initiate) 

SO OL. hy GOL. faveragel 

280 Dose, 41 Dex, +18 revtural) 


Huge sreatewrond 119) 14.9 


rule; ar 2 clones +14 reashens, 
wing 19 oles 

liuse ereatsword 2ce-7 

dha dae? wiry ltéirA 
breath weapon 

Carnage reduction 2U/+3, 
Bubssdir, regeneration 3, 
apeli-line abilitens 

E +13, R59, W415 

Slr 24, Ten 3, Caw 21, 

Int 20. Wis 20, (Cha I 

bali +17, Clonk +20 
Concertratinc +19, Alice +44 
Jump 119, Knowledae (arcana) 
HU, Lisken +21, Move Silently 
+/7, Seanch +21, Spal +7] 
Cleave, Great Cleave, Improved 
Initiative, Peaver Ableck 
Sahay ot lesare (2—t} 

Ic 


Lavelil eval 


Pit Lord 

Huge Outsider 

W7d8+70 (139 hpi 

tidal Chex, rd Improved 
litietive} 

40 fe, Fy Al AL fawerae) 

MOL size, i) Dex, 120 natural) 
Muge oreate word +2404 15/49 


melex; or 2 claves (15 melee, 
wwii + TU) rrelee: 

Huge pealswrd 218+8 

claw Id&1 8, wing id6s5 
breath weapon 

Diarrtitee rechoron 20+ 
abtsickr, regensratioan 3, 
spell-like abilities 

F=-l4 R+9 Vv +14 

Str af, Dex: 3, Coon 24, 

Int 20, Wis 20, Cha) 

Blut +19, (cirri +22 
Concentramen '2l, Ade 16 
Jung | 2), Aniowledse [arcana] 
222, Listen +24, Mie Sdently 
P19, Search 125, Spor 124 
Cleave, Great Cleave, Improved 
hoiiaire, Poewer Acthack 
Solitary or team (2-4) 

ld 


Lanachul eel 


Té 


Venom Lord 

Huge Outsider 

9d8+75 (152 bp} 

bo 0L Dex, 63 boproved 

Iriilie live} 

0 F., fly G0 Ft average) 

44 (-| size, ¢ 1] Dex. 120 natural) 

[luee vrealsveued! 

—21/=-14/-10 melee; 

ord clas 416 mele. 

weit FEL reclece: 

Auge geared 2c 

claw Lold+9). wing Mdo+6 

lir ell: rte | et 

Ramage recuicrkain 204, 

gutsider, regenscation 2, 

spell-lke atib les 

F=-15,R —9. Wy +14 

Str 24) Dex 13, Con 2h 

Ink 20, Wis 20), chia 18 

BlitF +2), Clieh +25 

Concentration +23, Hide +7 

Jury +25. Aewewledge farcariad 

+34, Listen +25, Move Solently 
Zl Search 125, Spot 125 

Cleave, Crreal Cleave, lprureent 

Inttative, Poawer Avtrack 

Solitary cr team (2-41 

20 


Lanscfil evil 


MEGADEMON (CONT.) 


Miagachemaory ure the archetypal denims spare fron the 
hettest tires of the nechecarorld, born with no other purpose 
Manas a scourge to mortal seals. Terrifying ta behold, these 
Kancds are aoe of Hell's rest forall we apHars on he hal 
tle far the mortal reali. 


Cambat 
Megademons are fornnicable opponents. They attack 
witout hesitarion, wielding ther masse greatawords 
wilht deadly effect. Even disurmed they are capable of 
intlicting serimus damage with thee razor-sharp clays and 
toudh leathery wings. Gut cheir most fearsome weapon is 
thar hellish fiery breach weth which they cook Ure opgso- 
nents alive. 

Fiame Subtype fExj: Fire inenuniry, double damage 


fram cold except ona successful save, 





Special Attacks: 

Breath Weapon (Su): Cone of 
fire, G0 feet, every 1d4 rounds; 
damage and save DC hy 


Taschen ype, 





Spell-like abilities: At wil-diosotemy, detect pond, 
detect magic; 2/day—oroduce flame. oyrotechnies: |fday— 
fire woll These abilities are as the spells cast by a | Sth- 
level sormerer. 

Outsider Qualities: Qutsiders have darkvision with a 
range of GO feet. A slain outsider cannot be raised or resur- 
rest: lesab, altheniah atass or nung smell can restore it to life. 

Balrog: Balroos sometimes lead troops into battle for 
the glory of their hellish masters. Greath weapon: Dara 
Idd, Reflex save for half (OD 15). 

Pit Lerd: These horrifying creatures are often entrust 
ed with messages and assignments too important or sen- 
silive for lesser beings. Greath weapon, Damage 2c, 
Retlex save for half (DC 17). 

Wenom Lord: Vhen the forces of Hell sirnphy caret atkord 
to gee oro to ther anernes or lose a hattle, chey call 
on thee awtul creatures to lead che fight 
Absolutely merciless, the Venom 
Lords ane oghth feared by one 















and all. Breath weapon: Dam 
age Sd10, Reflex save for 


half (Do 3) 
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SCAVENGER 


Scavenmer Plague Eater Shadew Beast 
Small Magical Small Magical Small Magical 
Beast Beast Beast 
Hit Dice: If dl0«1 (4 hp} IdlO+l (& kph 2dlO+2 (13 het 
Initiative: HO) +f) +1 (Tex) 
Speed: 50 ft SO) fr. 50 ft 
AC: l2 [=] size 14 (+1 size, 14 (+1 Dex, 11 size, 
+1 magi +2 math +2 mat] 
Attacks: 2 claws +2 melee 2 claws +2 melee, 2 claws +b revecleces, 
bite +1 melee bine +] melee ble +4 melee 
Damage: Claw Id?, bine Id3 Claw dZ, bite 1d4 Clan 1cl’, bite [dt 
Pace /Reach: of. by 5 tho FL 5 ft. by 5 fel ft. 4 ft br! Bf. 5 Fb. 
Sp. Attacks: Multidestenty . 
Rend (iP both front claws hit, owe back claws hit lor claw damage] 
Fewer 
Sp. Qualities: Scent Seen Serr 
Saves: F+3, Ro+2, WW +0 B43, Road, W'o+0 F+4,R 44. WY +0 
Abilities: 58, DIO. Cu, 58, O10, Cz, 510, M12, C12, 
IZ, WHO, Cha 12. WO, Ché 12, WID, Che 
Feats: Wreap Pos (claw VWeap Bae (claw) Wieap Roo (claw 
Skills: Hide —4, Listen | 2, Hide +4, Lisbain +2, Hide +5", Listen 12, 
Span +2 Spet 12 Spat 13 
Org.: Pack (2-16) Pack (2-1?) Pack (1-8) 
CR: If? ] 
Alignment: Meutral Neutral Meutral 


These foul carrion earers, hunted te nigh unto extinction, 
have bred in secret places) Now, they prowl in packs, 
ganging up on living prey. A strong defense often drives 
them off 

MMfudtidexterity (Ex): A scavenger makes all attacks as pri- 
mary abthacks. 

Rend (Ex): & scavenger attacks wath a bite and two claws. 
If both claws hit the same le the same round. the two rear 
claws aubcmacicalhy hit as well, 

Scent (Ex): A scavenger can track creatures by scent 
within a 30-foot radius (60-foot downwind). They can also 
track by scent (Wisdom check, DC 10, -2 per hour, ignore 
surtace conditions and visibility). 

Scavengers are the least of the various types, a crouched 
and debasecd humanoid form with glowing reddish eyes. They 
feed crimanrily at right 

Plague eaters have mere of a reddish hue to their 
unwashed fur, and are extremely territonal. They often hunt 
in areas where disease or plague crewles a bounty of poten- 
tal carrion. Oisease (Ex): Bile, Make a Fortrtude save (DC 11) 
or sulfer irctial damage of | peat of temporary Constitution 
and secendary damage of | temporary point of Dexterity and 
l temporary point of Constitution, 

Shadow beasts blend with the darkness. they have og 
a 14 circumstance bonus to Hide checks in shadowy 
conditions. 


Té 


Bene Gnasher 
Smaill Magical 
Beast 

2410+4 (13 hp} 

+] [Dex] 

50 fi. 

14 {+1 Des, +] size 
+? nak} 

? claws +5 rwelee, 
bite +3 melee 
tala Ied4—=1. bine bck 2 


5 ft. by 5.5 AE. 


Scent, +5 save vs 
mined cioriinal, bear 
iMmnLunity 

F+5,8 44, 47 10 
S12, BIZ, c:14 

12. WO, Che 
Wieap Poo (claw 
Hide +5, Lesten 42, 
Spot +3 

Pack (1-8) 

| 

Meutral 


Bone gnashers reininely descend in numbers upon their 
selected prey, ever in full daylight. The only way to clia- 


perse them i to kill every 
one. They have a 
+6 racial saving 
throw  -honus 
apainst rruned= 
influencing 
ethects. 




















Hit Dice: 
Initiative: 
Speed: 
we: 
Attacks: 


Damage: 


Pace ' Reach: 
Sp. Qualities: 


Saves: 
Abilities: 


Feats: 


Org.: 
CR: 
Alignment: 


Hit Dice: 
Initiative: 
Speed: 
AC: 
Attacks: 


Damage: 


Face/Reach: 


So. Qualities: 


Seaeg: 
Abilities: 


Skeleton 


Medium-Size Undead 


lf? dl2+3 (6 hp! 
-0 

30 ft. 

10 


Short sword 1 O melee: 
ar shortbow +0 ranged 


Short sveard dé: 
ar sharthow Idé 
5 ft. by 5 ft. /5 ft. 


F 40, R40, Ww -2 
510, Cll, C—, 

i— Wd, Call 
Toughness 

Band (3-123 

lt 

Mevtral aw! 


Burning Dead 


Medium-Size Undead 


$d124+3 (22 hp} 

—] (Dex) 

30 ft. 

12 {+1 Dex, +3 mac} 


Longsword +2 mele: 
oc longbow +2 ranged 
Longsveord Id&+1 and 
Il Fire; or longoora Il 


and Idé fire 
5 fe. bay 3 tS fe. 


Fie resistance 30 








F +l. R #2, W +3 
S5l2, G13, C—, 

I WI0, Chil 
Toughness 

Bard (3-12) 

a 

Meutral evil 


SKELETON 


Returned 


Idl2i3 (9 hp) 

+0) 

Si} Ft 

LC 01 mac} 

Shart sword +1) reese; 
or lorighowee 40) rari 
Short sword Idi; 

or lorighow [8 


5 OP by RS fe. 


Medium-—Size Undead 


Bone Warrior 
Medium-Size Undead 
2d12+3 [16 hp) 

+0) {Dex 

40 tr. 

12 [+1 Dex, +1 mat] 
Short sword +2 melee: 
or longbow +2 ranged 
Shock sew 1+ - 

or longbow Id 

5 fe. by 5 ft tt. 


Undead, half damage from slashing and piercing weapan: 


F+0,R +0, Wore 
SIL, BLL, © 

I—, VIO, Chil 
Trragthirmeses 

Band 43-12} 

12 


“euenal evil 


Horrer 


Medium=Size Undead 


4c]2+3 (29 hp) 

rl (Dex) 

30 FL. 

15 t+] Dex, 14 mati 
Leresaancrel +2) roe kee; 
ar lenalsenas +4 ranged 
Longsword Id) |; 

or lesebow 1d 


Sat oy 5 fts5 ft, 


Cold resistance [0 
F+0. A +1, vv -3 
312, 012. 0— 
I—, Wl, (all 
lougnness 

Barul (12) 

| 

eutral evil 


Hell Harrar 
Medium-Size Undead 
Sill2+c4 [42 bat 

+5 0+1 Dex, —4 Imp. Ini 
40h. 

1? {+2 Dex, +5 riatl 
Lemos —4 melee: 

or longbow —4 ranged 
Livigsvenril bl+] anid 
148 cold: or longbow [ld 
and Id eold 

5 PL. bey PLA A 


Undead, half darsace fram slashivw are PIERCE weape iris ~ 


EFksctrintey resistaricn: 30 


F=+l, R +2, WWo-d 
Sle, BIS. Cc , 

I—, Wilt, Che 

erga, Tonk. Danae ines 
Band (3 12) 

4 

*)eutral evil 


79 


Fire resistance $0 
+4 ACD weber cit 
attacking 
F+l,R=-3, 45 
S14, Di, C—, 

Im Wl, CAL 

imp. Init., laughness 
Geared (1125 

4 

Mettral evil 


Returned Mage 
Medium-Size Undead 


Bone Mage 
Medium-Size Undead 


SKELETON (CONT,) 


Burning Dead Plage 
Medium-—Size Undead 


Horror Mage 
Madium-—Size Undead 


Hit Dice: Pul2+3 (16 hp 31243 (22 hp} 4dl2+9 (29 hip) 51 2—3 (35 ip) 

Initiative: +0) +] (Deex) {tl Dex, +4 lnp. lic.) 1 f+] Dex, +4 deep eit. 

Speed: Pot 20 fi. 20 ft. 20 tt. 

AIC: V1 f+) macural) 12 (+1 Dex, +1 natural) 14 (+1 Dex, +5 natural} IS {+l Oea, 4 tabura.) 

Attacks: Povo +1 rare Cold +1 ranged Elentriciny 42 ranged Any one energy - 
ranged 

Damage: Poison “dé Cold 306 Electricity 404 Arey ome enerey Sd 

Face Reach: 5 ff. by 5 TLS PL 5 fe. by 8 fe.'5 ft. Soft. by 5 FS fh. 5 ft. by 5 Fe 5 ft. 

Sp. Attacks: - - _— 


Sp. Qual ities: 


Undead, half carnage 


fram pierce) slashing 


Undead, half damage 
fram perme clashing, 
cold resistance IQ 


Undead, half damage 
from paeroingy slashing, 
cold resistance If, 


fire resistance Sl 


ride, hal darniace 
from piercing) slosdiri, 


fold resistance: 3 


Saves! F40, AR +0, WW +2 Fil, R=1, WW +3 Fil, R +2, ¥¥+4 F-l, R+2, i -4 

Abilities: Ser 1], Dex 1, Car Sar LZ, Dex | 2, Cen —, Str 12, Dex 13, Gon —, Str 13, Dex (3, Con —, 
int —, Wis 11, Cha 2 Int —, Wis Il. Cha? Inu —, Wis 11, Cha 2 Inc —, Vis I, Cha? 

Feats: Trig} ens Toughness Terps. Irmt., Trxuphimess Lrop. Inin., Teuyhimess 

Org: Band (1-4) Bard (1-4) Band tl 4 Gand (2-4) 

CR: | a 4 4 

Aligoment: Neutral evil Bleutral mil Penatrasl evel Mectral el 


Skhelelors are the bones of the dead, animated by the spells of 
rmeccomeciers aid dermnons. They are arcriecd 





Burning dead were killed in hellish) canflagratioas. They 
cast a flickering red rachance wherever 





ea ¥y eile 
with the wee Te; they were burned awith: | A \ a thes #o. Their melee blows deal an adel 
api ; aN “ Ye 
rushed swords, decaying maces, and axes. She tional 1d4 paints of fire damage. 


Se a 


Horrors bear the fiw) richus oF pure 
temor that bellecl chem. They are arr 
manifestations ol the wrrstn the world. 

Hell horrors are the persona 
serverils of other creatures. They 
circle their opponents at high speeds 

before attacking, gaining a +4 dodge 
bonus to AC, 

Skeleton mages someumes lead a 
band of arher skeletons. In truth, a skele 
ton Wage is te smarter than a normal 
skeleton. Its only aclbonal power ig a 
lethal blast of enemy shot from its 
hands, Skeleton mage blasts inthet ldé 
points of damawe per hit chee of the 
skeletan mage, and a Portilla save 

reduces this darnage to half. 

Undead: lncnune to vend-irfluencing 
effects, poison, sleep, parulvsis. stunning, 
and disease. Woot sutiect to critical 
hits. subdual clarmnage. abil icy darn- 
ape, energy drain, or death from 
massive damage. All Skeleton 
varieties corn according co their 
eee HD value en the Turreng Ureleadd 

= 3 table ao tre Plcepor 5 Handisok. 


Hall of these encountered (50%) carry 
bows and arrows. Those with melee 
weapons seek to clase with living ene 
mies and destroy them. Those with 
ranged weapons let others cush for- 
ward, while they hana back and fire 
arrows irte: thet rreoetlees, 

Skeletons can be turned by a cleric 
(see the burning Undead table in the Pley- 
ers Handbook 

Undead: Immune bo rmind-inflwencing 
effects, poison, sleep, paralysis, stunning. 
and cease. Not subpect te critical hits, 
subdual, ability damaye, energy drain, or 
death from massive damage. 

Skeletons are ihe weakest of these 
monsters, but show a relucitless Tenacity 
inl Uveir atlacks. 

Returned are only distinguishable 
from others of their ilk by rotting bits of 
remaining Mesh that acill cling to their 
unidesac bores. 

Bone warriors are ua more dan 
gerous form of skeleton. They often 
serve as guards im eldmieh temples 
and lost tombs. 


SPIDER 


Poisen Spinner 
Medium-Size 
Magical Beast 
4d10+4 (26 hp 


Arach 
Medium-Size 


Magical Beast 


Hit Dice: SdlO th hp 


Initiative: 1! (Tesi li) Gex, +4 
Trrnga. Tre) 
Speed: AQ qh, clima 20 F. 30 f., climb 20 fe 


AC: 7 (+1 Dex, +4 nat) 


Attachs: Hite 1 melee Bite +0 rreeles 
Damage: Bite Ids Bite 18+ | 
Pace: BFL. ln 5 ft.f5 fr. S ft. by 5 ft./5 Ft 


Sp. Attacks: Poeson, web Pou, weed 


Sp. Qualities: 


iT (i 1 Bex, +6 mat) 


Pszernenalicn | 


Saves: 
Abilities: 


ee 
S11, B12, Cll, 

la, YL, Oh3 
(lin 9, Airke +8 
Mews A anthy 4 T, 


“1 Tl 


a 


Skills: 


Spot -6 Sak +0 


Feats: Wrap Moc (pies! lrg Lar, , 


Wreag Poo (bite) 
evar ivi (2-51 


Org.: Syvan (2-34 
CR: ? 4 


Aligament: Pluvalral evil Meutra cel 


These evil arachnids shouki mot be confused with 
the oversized spiders of other worlds. They are 
exceptionally intelligent, cunning, aml cruel. 

They fren crawl on the ceiling, drop- 
pil webs on anyone below. They are 
Immune to entangling attacks, iach 
ing their webs. Spiders have a 14 
racial bea to Move Silently andl 
Hine checks. 

These spacers slash woth ther 
gwurtlike mandinles, suck the 
blood from their prey, and use the 
uarcasses as incubators for [her 
yOLIETg. 

Web (Ex): Spiders can cast a 
web wight brmes a day. This is simi- 
lar te wm alluckh with a met, but rmasi- 
mum range is 50 feet (range increment 10 feet} and ts 
elTiclive agennst fnes of Mediurn size or less (see “Weapons” 
in Chapter 7; Pqawpment in the Players Alandbook lor net 
artacks}!. The web anchors the foe in place, allowing ne 
Thovernenh. An entanged creature cad tscape with & Suc- 
cessful Escape Arust check (OC. 20) or burst it wilh a 
Strength check (DC 26), Goth are standard actons (against 
fire, webs have & hit poirnss). 

Poison (Ex): The bite delivers a virulent power that 
requires a Fortitude save (see table} 


Fis. R +5, WW =] 
Sle, Ble Cle, 
5, W411, Ch3 

H.de +6, Listen 
Ho, “lowe Sulenthy +5 


Plame Spider 
Medium-Size 
Magical Beast 
5cl0-+10 (37 hpi 
§ (+2 Dex, -4 
lrg. Lnit.4 
30 fi., chin 20 FF 
l# (+2 Dex, +6 mat) 
Dine 12 melee 
Bite 2d4+2 
oft, by 3 ALS 


Poisan, van 


bromine bc enilanglenvent 


Regenevanon 2 
F+é, R +6, Wi -1 
5/4, Bl4, Cl4, 

13, WALL. na 
(Cheb +9, Aide —9, 
Merve Silently +4 
Spor if 

Ini. lrait., 

Wreap Foc [bitei 
Swarm tl 


a 


Mesutral e-il 


Spider Magus 
Medium-Size 
Magical Beast 
Od 10-12 (52 lps 
G+2 Dex, -4 
laap, [nit] 
SU Fe, climb 30 tt. 
Q(+2 Dex. 
Gite +6 melee 
Lite 2d4+F 
5 fi by 5 i/o tt 
Maison, web, 
charged balt 


bY nat] 


Kerone|eratizn 3 
Baf, R+t, WE Ad 
Sl4, Did, Cl4, 

18, WW12, Ch3 
Clirnk + 3, Hreede +11 
Mime Silenthy -10, 
Spot +10 

lenge. luz. 

Wieap Doc tbte) 
Severo (1-3) 

i 


‘Seutral evil 


Arachs ace mot that much more 
intelligent than mose oversized 
spiders, | hey eat carricc as well as 
Ine pireey. 

Poison spinners lay nesta io cur 
geons, often sleeping on ceilings so 
that they remain toddéen fram acven 

turers until they attack. 

Flame spiders can sulluse a 
alow of fire, burning those they 
Louch. Their webs are imine to 
normal fire and to fire-basecl spells 
of less than 4rd level. 

Spider magi can cast a 2d8 
charged Salt as a Sth-level caster each 

reund Fo notin melee, A spider nase in 
melee fiuhts one round, then represcs a halt mowe ancl casts a 
bale [both partial achons}— this does not provoke an allack of 
oppor tunity, It engases In oontnuaus meter only ifeornered or 
surrounded, Charged balr SjJ- Range 35 ft., damage 28 (<3) 
electical, Rellex save (D0. 12) for halt damage. 













Type pc Initial Secondary 
Arach lf tdZ Str ld? Ser 
Poison Spinner 13 Ida Str 13 Ser 
Flame Spader i4 ld3 Str fh Sie 
Soeder Magus \3 ld2 Str id? Str 


Hit Dice: 
Initiative: 
Speed: 
A: 


Attacks: 
Damage: 


Face/Reach: 
Sp. Attacks: 


Sp. Qualities: 


Saves: 
Abilities: 


Skills; 


Feats: 


Org.: 
CR: 


Alignment: 


Tainted are large-headed reptilian creatures that can 
breathe electricity. While nor creations of the Prime 
Evils, the stronger tainted are more affected by the 


Mizsha pen 
Madium-Size 
Magical Beast 
21+? (13 hp) 
na 

50 Fi 

12 (+2 nar} 


Bite — 3 rrveler 


Exte Idé+] 

5 li. key 5 Ft. Ft 
Fleconerty 
resistance | 
F+4,R 135, Wad 
513, DIG, C13, 

15, VIO, he 
Listen +5 


Spor +7 
Alertness 
Pack: tl 4] 


Meinl eval 


demons’ influences. 
Lightning Breath (Su): A tainted prefers to 


breathe lightoing balls rather than bite 
es torts bile only in melee combar. A tained 
breathes a bright hall of electricity as a 

raniwed touch attack that strikes a single fone 
within 100 feet. A successful Reflex save 


reduces the damage hy half 


Electricity Resistance (Ex): Tainted are 
immune bo (heir own breath weapons anc 
resiglait to other electricity allacks. 

Misshapen are the weakest of the tarntect, 
Their lighting balls (D012) deal 2d6 ports 


of darnape. 


TAINTED 


Disfigured 
Medium-Size 
Magical Beast 
3010-435 (19 hp} 
+0) 

30 ft. 

13 (+5 rat} 


Bate i 4 melee 


Bite Idé1 | 
5 fk. by 5 AL FL 


Electricity 
resistance 15 
F+4, KR +3, We] 
513, BIO, C13, 
15. VIO, (hed 
Lister: +, 

Spar +8 


Aler ties 


Pack (2-3) 
i] 
Neutral evi 


it switch 


Tainted 
Medium-=Size 
Magical Beast 
Sd10+5 (32 hpi 
+0) 

50 ft 

15 (+5 mat} 


Bite +7 melee 


Bete I&+2 
5 fe. by Sf. /5 ft. 


Flectncaty 
resistance 20 
F45, KR +4, Wi-3 
514, DU, C13 

Le, WLO, he 
Listen +10, 

Spart +10 


Alertness 
Ircare vill 


Pack (3-4) 
4 
Neutral evil 












Afflicted 

Medium-Size 

Magical Beast 

Fdl0+7 (45 hp) 
rH 

At fi. 

16 (io mac} 


Gin +10 +3) rreteses 


Bite Idl04+3 
Sf by Sho ft 


— Lightning breath {1désHD) 


Llectricity 
recta: 25 
Fié, Raid. WW 44 
S16, DI, C15, 

lé, WY1O, Cha 
Listen +11 

Spot +11 


Alertmess, 
Irae Vill 


Pack (4 7) 
6 


Menatral evil 


Damned 
Medium-5ize 
Magical Beast 
it+eA oF Apt 
+] (Deh 

AU FL. 

2) [+] Deer, 

— 10 nar} 

Bae +17 f+l2f+7 
rrietlere: 

Rite #0844 

S te. by 3 tS FR. 


Electricity 
résiscance 4D 

F +17, Rh +9, wir 
5/8, BIG, C4, 
lf. WO, (od 
champ: +12 
Listen +11 

Spor +1] 
Alercness, 
Great Forticude. 
Leon Vill 

Pack [S23 

A] 

Neutral evil 


co. 


Disfigured have a more twisted visage and 
musculature. | heir lightning balls (DC 13) deal 
3d6 points of damaze. 

Tainted show the 

demoruc masters. Uheir lightning balls (D0 15} 
deal Sd6 points of damage. 


influenee of their 


Afflicted are even more cunning and 
demonic than lesser breeds. Their light- 


ming balls (OC 14) deal Tdé points of 


damage. 


Damned are those that have literally 
ied, gone to hell, and heen resurrected 
through unholy rites. As such, their abili- 


tes transcend those of lesser tainred, 
Their lightning halls (DC 195 deal L3d6 
points of damage, 


Hit Dice: 
Initiative: 
Speed: 

AC: 

Attacks: 
Daewnage: 
Face: 

Sp. Attacks: 
Sp. Qualities: 


Saves 
Abilities: 


Skills: 


Feats: 


Oeg.: 
CR: 
Alignment: 


Hit Dice: 
Initiative: 
Speed: 

AC: 

Attacks: 
Damage: 
Face/Reach: 
Sp. Attacks: 
Sp. Qualities: 


Saves: 
Abilities: 


Skalls: 


Feats: 


Ore.: 
CR: 
Alignment: 


Banithed 

Medium-5Size Undead 
2012 (13 hot 

—f f=2 Dex, —4 Limp. Inic.} 
Fiy 40 ft. favg.) 

15 (+2 Dex, #3 nat) 
Tauch —3 melee 

Tech Lf fire 

Sit by 5 f./5 fr. 


Fri R +2, ve +4 

Sl4, Blt, C—, 

Wl. Wl2, Ohl? 

Hic —7, Rin. (arcenal — 5, 
Listen —10, Mowe Silently 
+Il, Search 15, 
Spelleratt +5, Spot 110 
Innp. Inet 


Coteria (1-7) 
cs) 


Chaos evil 


Bark Lord 
Medium-Sire Undead 
4dlz (39 hp 

6 (42 Dew, +4 lena. bret] 
Fly 40 (ava) 

20 (+2 Dex, +8 mati 
Louch +6 mele 

Touch 2¢8 fire 

5 fi, by 5 A/S A. 


VAITPIRE 


Ghoul Lerd 

Pledium-Size Undead 

4udl2 (26 hp) 

+6 (+2 Dex, +4 Imp. Init.) 

Fly 40 Ao) 

17 (=2 Dex, 1 5 nar} 

Tanch +t ele 

Poueh bd 1 Fire 

5 fr. by 5 ft./3 A 

Meleor fire wall ————— 

Damage ceductean 10/-] ——————— 
Undead. cold resistance 20 

F +l, R+5, WW +5 

S14, Dl, 

He. Wil2, Chi3 

Hide +8, Kin. (arcana +f 

Listen +13, Move Silently 

+12, Search tT, 

Spelleralt —7. Spot +13 

Alertness, Imp. Inct., 

Lightrans Reflexes 

Cotene [-3 

5 


Chactic evil 


Blood Lord 
Medium—Size Undead 
Tal? (45 hpi 

#6 (+2 Dex, —4 Imp. Init.) 
Ply 40 fe. fave.) 

21 (+2 Des, +9 mat) 
Touch +6 melee 

Touch (dO ard Id 10 Fire 
3 ft. dy 5 fi. Tk. 





Might Lord 
Medium-Size Undead 
Bell (2 byl 

+6 0+2 Dem, 4b lini. bit.) 
Fhe 40 ft fee.) 

9 (—2 Dea, 47 mar; 
Touch +4 melee 

“Louch Idle fire 

5 FL. by Sc. 5 ft. 


F+l,R=+5. VW o+5 

$15, D5, & 

3, We, Chl4 

Hick: +, Mis. arcana 47, 
Listen « l4. Mares Sihanuly 
+15, Search 14, 
Spellerali +7, Spot 1 l4 
Alertness, Imp. In... 
Lighting Reflexes 
Coters: (1-1 

& 


hiailic evil 


“Wetoorftirne wall 
Darras recdictecrs Oy + | — 
Undead, cold resistance 20) —— 


Faz, R+6, WW +6 

515, O15, C—, 

[4. WIZ, Chi4 

Hide 110, Bin taneanal -9, 
Listen +15, Move Silenthy 
i14, Search +11. 
Spellcraft —9, Soot +15 
Aleriess, lmuo. [nit . 
Lightning Refeses, 

YWreag Foo [rauch} 
Colere (1-3) 

T 

(hactic evil 


Fd, FR +4, Vi +6 

515, O15, C 

M4, WZ, Chi4 

Hide +10. Bn. farcarnal +9) 
Listen =—15, Mowe Silenarhy 
+l, Seanch +00, 
Spellcratt 19, Spot +!5 
Alertness. Inn. lnit., 
Laghtring Reflexes, 

Wreap Foo “touch! 
Coterie (|-3) 

a 

(Chaotes evil 


VAMPIRE (CONT) 

































DIABLO vamypures are quite 
uinhke (hose toured in trac 
uonal ADED worlds 
These hellspawn are at 
Undead possessed of ¥ 
a dermonic fire that 
burns throughout 
cheer welt. Chey cert ; 
be allected by spells . 
that affect either 


foes ofF 
balance, 
but werner 
In comes 
to self 
detisrise: 
each vari 
pire creates 
its oan fire 


a i i 


rd 
Banished 
stil retain sorne 
desire te return 
to the stare of 
ife, though they 
aré uaually con- 
sumed with rage 
sainst the livin. 
Ghoul lords are 
more detached chan 
the banished. killing 
wanth merciess preci- 
sion. When gheuls 
isee Zombie entry) are 
in (he presence of ahoul lords, they follow 


Rirwhead oor denne 
crealures. Wampires can 
be turned by a cleric [see 
the Turmng  Wrideacd 
Leable: tm 
the Players 
Flere) 
Vacnpires have 
a 14) racial 
Sores bo Lis 
len, Move 
Silently, and 
Syl cheeks 
Lindead: 
Immune to round- 
n Piserien Te eMeel Sy 
wiser, sleep. paralysis 
stunning, and cisease. 
Not subject to 
critical hits, 
subdual, 
the ghoul lords’ commands blindly, even if nom 
nalhy controlled by another force. 
Might lords desire the maxirnum carnage possible 
at their tiery hands. They have been kriewn to torch their 
Own surroundings just for thei amusement. 


alwal y CATS LS, Srey 
Crain, or death from 
MASSIVE CAMage. 
Meteor/Fire Wall (Sp): 
Once every chird round, a vampire 


can blast vengeful fire across a room (as the meteor spell: Dark lords seek (he elimination of lighe ane life, desrreying 
range JQ TL. -30 (HD: damage 306 and an adcitional all sources of [luminateon other than their own fies, 
ldé/HD in a 20 ft. radius) or create 4 defensive fire wall, Blood lords are closest to craditional vampires, ter chev 


Vampires prefer to attack at range, but stand their ground, © dram the blood of their opponents before barnecuine them to 
rather thant cainibain ther distance, Thus, a single vampire crisps. The first Id/0 points of damage from a blood lord 
ends to cast a meteor, then protect ilsell with a fire wall, attack is physical rather than fire-based. 

Multigle varncires alternate their meteor attacks to try to keep 


a 


Hit Dice: 
Initiative: 
Speed: 

AC: 

Atte he: 
Damage: 
Face; Reach; 
Sp. Attacks: 


Sp. Qualities: 


SAVES: 
Abilities: 


Skills: 


FPaats: 

Orp: 

ER: 
Alignment: 


Hit Dice: 
laitiative: 
Specd: 

4: 
Attacks: 
Dawniage: 
Face /Reach: 
+P. Avttagks: 


Sp. CGualities: 


Saver 


Abilities: 


Skills: 


Peeacts: 


Org: 
CR: 
Alignment: 


hast 

Medium-Size Undead 
Sd LF (19 hp} 

+4 

Fly S001. farsi 

lft) oo mar} 

Tuach +i Me ee 

Transl 112 

9 fr, bey 5 FR fi. 


Lirediend 


Fel, Rail, Wwe+3 

5—, Di, C—, 

Po Wil, Coalo 

Hide: it, Irvtureacdiste: +5 
Intuit Direction 18, 
lesterd #5, Search | 5, 
Sensr Moti +5 Spot 6 
Insp. lak. 

Party (2-8) 

o 


Peutral evi. 


Apparition 
Medium-Size Undead 
Sell (NS beat 

G ilies, Imps. Irani. 
Ply 30 fi. (aoc) 
20 (+2 Dex, = mati 
Feat bb creel 
‘Teach da 
BFE. Ixy PLS te. 


WRAITH 


Wraith 

Medium-Size Undead 

AZ (26 hp} 

+3 (Dex, Imp. Irvit.} 

Phy 30 ft. [good 

lf {+l Dex, -—G mac) 

Touch +2 moles 

ouch #dé 

S0L by 5 ft./'5 fk. 
Flaterialize athack 

Steal spell 
Wndeac 


Inwisculty at wil (roust he visible bo attack] 


lurn resistance +1 
F+i,R=2, vv +4 

S , Bl2, C—. 

HW? WiLL, Calo 

bide —T. Iritirnidate 14, 
Intust Careetion +6, 
Listen +8, Search +f 
Sense Motive +0, Spot 18 
Alertness, leap. Inet. 
Party (2 8 

sou. 


Meeueral esl 


Dark Shape 
Medium=Size Undead 
¥dl2 (45 hes 

—6 (Dex, Inip. Inc.) 

Fly 30 fi. geared 

2? (+2 Des, +! 0 nati 
Tauch —¢ melee 

Tewick 2410 

3 Ft by Si. /5 fr. 


ers haber tal 22 eLLack 


Fear lima 


Socal spell 


Pear touch 


Treasuihby abil [mimst be visikee to attack! — 


Unicead, tora 

Test Larie t 4 

Fit. Rid. W445 

S—, D4, 

4, WT], Chi 

Hier 8, (ntirrncdtte +5, 
Intuit Direetian 18, 

Lisher +9, Search 1, 
Sema Vlotwi +5, Spat -F 


Aler liess. Combat Reflencs, 


Iga. loth. Wweap bac (touch! 
Parry (2 2 
5 


euitreal eed! 


Lrdeact, turr: 
resistance +4 

F+2,R +4, ¥¥ +3 

5, DIS, C-, 

14, WL, Call 

lide +9, Inctimidace 18. 
[nitust: rreckinr +H, 
Listen +10, Searen +5 
Sense Motive —8. Spot +10 
Alercoess, (leenbat Retlewes, 
[imp. Lait., Weap Fes ftenichi 
Parky (2-8) 

b 

Meuwal evil 


a5 


specter 
Medium-Size Undead 
Sd)? (32 Ap) 

P (Dex, lanp. Inet. 

Fhy 20) Ui. feed 

IS i+] Dex, A mat) 
louch +2 melee 

Temuch 2H 


5 Ft. iy GAD Fe. 


Lindesrd 


Turn recs Let os 2 
F+l,R-2 WWYo+4 

S—, DISC 

Wa, WT fli 

Hide +8. laicritale +7, 
Intuit Lirecresn 7, 
Livlen +8. Search 14 
Sere Miotive —7, Spot +8 
Aleroess, Ima. int 
Parly 2-8) 

4 

Mewtral evil 


WRAITH (C@NT;) 


Wreuths are invisible, spectral undead. They matenalize to 
attack as skeletal, bat-winged creatures, ringed by an aura of 
eldritch energy, These creatures are distinet [horn uredead of 
the same name in the Monster J4anual tome. 

Moteriolize Attack (Su): A. wreath materializes as an 
incerporeal undead creature in order to attack, or when 4 
living creature moves within 5 feet. It gains an attack as a 
free action as it materializes. Otherwise, this abilicy fiune- 
tions like Ue irvisebility spell (Player's Handbook, Chapter 
Il: Spells). 

Manifestation (Suj: All wraiths have this ability. As 
ethereal creatures, they cannot attect or be allected by 
anything in the material world, When they manifest, they 
hecame visible but remain incorpareal. Qnoee a wraith 
attacks, i remains visitle as long as it recat im sivtit fursu- 
ally until itis destroyed or driven off), Matenalzed wraiths 
ean be turned by a cleric (see the Jurning Undead table in 
the Players Mordhank). 

fncorporeal: While incorporeal, wrauths can be harmed 
enly by ether incarporeal creatures, +1 ar better magic 
weapons, or mage. They have a 50% chance lo wore any 
damage from a corporeal source, can pass through solid 
obiecce at will, and move silently. 

Steal Spell (Su): VWeéhen a wraith hits a spelicaster, the 
caster must make a VWill save (OC (5) of lose one spell slot of 
nis or her choice for the rest of the day, 

Undeed: Immune to ind-influencing ellects, poison, 
gleep. paralysis, stunning, and disease. Not subject to critical 
hits, subdual, abikoy damage. energy drain, or death from 
maseve damage. 

Ghosts tend to remairi in place and appear when a foe 
moves next to them. They then attack util ether they or the 
foe has been defeated. 

Wraiths close with their opponents and attack. Those 
taking more than 10 paints of damage retreat from hatrle, 
turn invisible, and return ca fight until destroyed. Wreaths 
hawe | turn resistance. 

Specters haunc the most desolale ard deserted of places. 
They hate all life and light. Specters have a +2 burn resis larice. 

Apparitions project a powerful supernatural aura of 
fear. Any lang creature one strikes must make a Will save 
(DC 16) or flee randomly for | round. Apparitions have a +3 
turn resistance. 

Dark shapes are so supernaturally lerrigle that any ining 
creatine one strikes must make a Will save (OC 17) or be 
paralyzed with fear tor 2d+ rounds. Dark shapes have a 14 
turn resistance. 
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ZOMBIE 


Hungry Plague Drowned 
Zombie Dead Ghoul Bearer Caras 
Medium-Size Medium-Size Medium -Size Medium-Size Medium-Size 
Undead Undead Undead Undead Undead 
Hit Dice: 2 dlz43 Idlf+4 Sl + ales WWedl2+3 
6 hpi {9 hp) (22 hpi (55 hp! (68 hp} 
Initiative: | (Dex -| (Dex) -| (Dex) -| (Dex) -| (Dex! 
Speed: 20) fr. 20) Fe. 20 Ff. 20 fi. 20 TL. 
AC: IO (+1 Dex, 10 (1 Doee, LZ -] Dex, ld¢ | Mex, lo (-| Dex, 
| mati +] reat) +4 mall bo mati if met! 
Attacks: Slam Slarn Slarr: Slam Slam 
+] rele 1 re i3 melee PA rowel ES roel 
Damage: Slam Idé-+-l Slay Lda | Slarr 2d4—2 Kam 2da | 3 Sam 44413 
Face: 5 by 9 F5 fh. 5 bey & FES fe. 5 by S05 ft. 5 hy 5 lb Th. Shy Ste tk 
Sp. Attacks: — Disease Disense Direnasriria 
Sp. Qualities: Partial Ascliemis. cal}; ———— 
Undead Iroc Linear Ure deuec Undead, tire 
Pesishance 30, 
damage reduction 
Bitl 
Saves: F+o. R-l, vw4+d F+0, R-l, WW Fil, Red, Wer F+2, R+l, Wid F+a, Rei, W+F 
Abilities: S12, D8, 57, oe c—. S14, D8, o— Slé, De. C Slé, De, 
I—, v6, Chi! I—, Wii, Chil I—, W's, Cal I—, ¥vG, Chil I—, We, Chi 
Feats: Toughness Toaaghreess Joughiness Ircore Wl, Tran: Vill, 
_ _ Teweniness, Teuiganess, 
Weap boc (slaw) Wea Poo (slaw) 
Org. : Pack (3-12) Park (G—-L2) Pack (4 8) Pack (2-71 Pais (2-7) 
CR: a 2 | 4 é 
Alignment: Meutral evil | Mevitral eel Neutral evil Meucral evil 


A. zomine is an animated cerpse that carnal meet mm 





requires a Portituchs save (DC 13), ta avoidan 


immediate initial damage of | point of tern 
porary Constitution. Secandarw damage 
is 1 paint oF temporary Dexrenry and | 
point of temporary Constitution. 
Plague bearers are bloated corpses, 
-. swollen with pestilence Orsecse (Su): 
Make a Forttuce save (DC 18) or sutter 
initial damage of Id2 pounes of temporary 
Constitution anc secondary damage oat 
ld2 points of temporary Constitution and 
another Portitucle save (OC 18) or suffer a 
permanent |-pcinl Chiarisra drain. 
Drowned carcasses lost their lives in 
the depths. Growing (uj): Pree Grapple if 
altack hits, Any living creature suocessfiul 
ly prapeled starts to drown (see the 
Wet) uncil the arapple is broken. 


dealt. Zomnbies can be burned by 4 cence Gat ie 
Turning Undead table in the Meyers onl 

Undead: Irirnune to mind influencing ents ; 
poison, sleep, paralysis, slunning, and a 
Net subject to critical hits, subdual, abhi aem 
age, energy drain, or death from massa 
darmnawe 

Zombies are weak, shambling automa 
tons that follow simele orders from (heer 
Was bess 

Hungry dead are more powerful creates 
that mindlessly lust after the life-energy 
ol Lhe Lisarie. 

Ghouls are stranger yet, anc most 
often serve as tomb guardians. Despite 
thei slow speed, they nelaan some Know 
edge of tactics. Disease fSul: Thew disesee 
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PLANNING DIABL® II M@NSTER ENCOUNTERS 


Everything atber this chapter 1s an introductory adven- 
ture to Diagio ll a hithe something give you an idea of 
how to create your own adventures. 

The hardest part of designing encounLlers is choos- 
int just how many encounters with what type of crea 
tures will put the characters where you and the 
players want ther ta be. Too few encounters, or toa 
weak creatures, and Lhe characters will be a collection 
of 98-pound weaklings who get sand kicked in their 
collective [ace by the big monsters. Too marry encouri- 
ters, or too powertul critters, and the players will soon 
have a really thick notebook entithed “Farmous Last 
Words,” full of amusing sayings like “| think therere 
anly one or fee of these things. ...° and “Well, they 
haven L hit me so far...” 

The ideal rmx ofimonster power and number is the one 
thac lets your glayers’ characters reach Loner full potential 
as butt-kicking bad-te-the-hone adventurers with the 
least ammount of going through the pockets of old charac- 
ters to equip new ones. ‘You might also sprinkle a few 
extra healing and rnana potions about the adventures 
You set up, in order to keep the achon rolling. 

Sure, the adventurers will burn through large quanti 
ties of supplies. and may end up dead anyway No 
amount of prior planring on your part keeps players 
from, say, splitting up to explore different parts of the 
dungeon, or trying on the crown they just took off that 
skelelon with the charred ring around rts skull. 

You can juggle the encounters a bit to make sure 
thar by the time the characters clear a dungeon level 
af every last monster and bit of loot, they've all 
advanced te the next level, if that’s what you're after. 
And why net? Without plowing through underground 
passages hke army ants at a bake sale, it past wouldr's 
seem like DIAGLO, 


ADVENTURERS AND 
THE SINGLE MONSTER 


The Duwceoy MasTeRs Guide has even more details 
about how to arrange encounters sa that defeaung a 
aiven group of foes provides the characters with a 
desired amount of experience. Actually, the process 18 
relly straghttorward—but there's a loc of helpful text 
and tables in the OMG. 

For these Diasio || Dungeon Masters whe wish to 
carefully plan out how far and how fast the characters 
advance, we strongly sugmest you refer to the chart im the 
DMG, Chapter 7: Rewards. That chapter shows you how 
ta week out in detail how much experience the party 
would gain fram deteating an encouler of a given Chal 
lenze Rating, and how to either scale back or scale wp the 
encounter to better fit Lhe player characters abilities. 

You decide haw many encounters to put in a sven 
aren —say, a dungeon level—by choosing how many 
experience points the adventurers gain by the time 
they've cleared it. By using the OMG chart, find how 
much experience a single encounter of a given Chal- 
lenge Rating is worth to characters of the party's aver- 
age level, then make enough encounters of that 
Challenge Rating to give the desired total. 

[i's really simple. To help, we've created Lwo aids. The 
first, the DiAsLo Monster Challenge Rating Chart, lists 
the monsters in this hook by Challenge Rating The sec- 
ond is the introductory adventure, It shows how we 
chose how much experience we wanted the party te 
have, and how many encounters af each Challenge 
Rating that meant we put in, We've alsa included same 
guidelines for increasing or decreasing the Challenge 
Rating of each encounter, in case the party deesn't have 
exactly the sare nurniber of adventurers in it. 


&é 


TABLE 19: Diablo Monster Challenge Rating Chart 


Thus chart lists DIABLO IT monsters by their challenge ratings 
(C8) and lists them alphabetically ‘You can use these lists far 
making up your own adventures—they are a ueunde to how 
powerful the monsters are 

imoorton. Note In general, a monster's Hic Dice are 


can’t just add Uke CRs of individual monsters and have your 
encounter balance dead on. As we said before, whe OMG 
Chapter 7: Rewards has a more detailed system for fine- 
tuning encounter balance, Right now. we sumgest you just 
iry te eyeball it and play arounc until you find our whul 


more important than how many monsters anpear you 


CHALLENGE RatinG 1/6 
Fallen Gn (Faller Cre) 


CHALLENGE RatinG 1/4 
Carver [Fallen One} 

Dark Hunter (Corrupt Rague) 
Skeleton (Skeleton) 


CHALLENGE RATING 1/3 
Scavenger (Scavenger) 
Fambie (Zambe) 


CHALLENGE RaTinG 1/2 
Devilkin (Fallen ne) 
Fou! Crow (Bloodhawk) 
Hungry Bead (Zonbie) 
Moon Clan (Goatman) 
Plague Eater (Scavenger) 
Retarned (Skeleton) 


Vile Hunter (Corrupt Rogue) 


CHALLENGE RaTING | 

Black Raptor (BGloodhaw&) 
Blaoadhawk (Bloodhawk) 
Bone Gnasher (Scavenger) 
Gone Warrior (Skeleton) 
Dark One (Fallen One) 

Dark Stalker (Corrupt Foe) 
Desert Ving (Bac Demon) 
“Enraged” (F One Sharan) 
Fiend (Bat Denian) 

Shou! ornbie} 

Misshapen (lainted) 

Miahe Clan (Goatrian) 
Returted Mage (Skeletor: Mme) 
Shacuw Beast (Scavenger) 


works For you. 


CHALLENGE Ratine 2 

Acid Beast (Ac Beast) 
Arach (Spmer) 

Black Regue (Corrupt Rogue) 
Blink Gat (Bat Demon! 

Bled Clan (Goatman} 
Burning Dead (Skeleton) 
Clay Golern (Golem) 

Cloud Stalker (Bloodhayk) 
“Demented” (F One Shamart) 
“Deranged” (F One Shaman} 
Ghesct (v¥ rath) 

Gloom Bat (Bat Deron) 
Tamb ‘Viper (Claw Viper) 
Warped One (Fallen One) 


CHALLENGE RATING 3 
Blood Diver (Bat Demon} 
Blood Golem (Golem) 

Bone Maze (Skeleton Mage) 
Claw Viper (Claw Viper] 
Death Clan ((Goatman) 
“Depraved” (F Ome Shaman) 
Dishgured { Tauntect) 

Horror (Skeleton) 

Poison Spitter (Acad Beast) 
Wraith (Wraith) 


CHALLENGE Ratinc 4 

Baristed (Weunypane) 

Burning Dead Milage 
(Skeleton Mage) | 

Dark Farular (Bat Demon) 

Flesh Hunter (Cannupt Rogue) 

Hell Clan (Cocaine) 

Hell Horror (Skeheton) 

[ron Golem (Ceohem) 

Pit Beast (Acad Eeeast) 

Plague Bearer (ombae) 

Poison Spuuner (Spader) 

Salarnander (cles Viper] 

Specter (Wire 

Tainted { Taunt) 

‘Warped’ (FE Gne Shaman) 

Winged Deman (Gargoyle) 


CHALLENGE RatinG 5 
Apparition (Vrach) 

Flame Spider (Spider) 
Gargoyle (Gargoyle) 

Ghoul Lord (Vampire) 

Herror Mage (Skeleton Mage) 
Pit Viper (Claw Viper) 


(CHALLENGE RATING G 
AAlicted (Tainted) 

Blood Claw (Gargoyle) 

Dark Shape (VVraich) 
Drewned Carcass (fambie) 
Fire Gelem (Golern} 

Lava Maw (Acid Beast) 
Might Lard (Vampire) 
Serpent Magus (Claw Viper) 
Spider Magus (Spicdery 


CHALLENGE RATING T 
Dark Lard (Varrpure} 
Death Wing (Garmoyle) 


CHALLENGE RATING & 
Blood Lord (Vampire) 


CHALLENGE RaTING 9 
Damned (Tainted) 


CHALLENGE RatTina 16 
Balrog (Megacemon) 


CHALLENGE RATING 18 
Pit Lord (Mepademon} 


CHALLENGE RatinG 20 
Venom Lord (Megademen) 


CHAPTER SIX: 


The great thing about ruins and dungeons and such is 
that they tend to have lots of features in common: 
doers to break down, locks to be picked, traps to foil, 
and sa on, Designing the average dungeon can be as 
sitiple as drawing a map, Putting in a few doors and 
sinlar obstacles, and plopping down some monsters 
and treasure. 

The great thing aboul DIABLO dungeons is that they re 
chock full of monsters and even more treasure! The 
average party of adventurers might gain a level after 
only a play session or two, By the time the evil has been 
Vanguishsd ina given location, the heroes generally have 
a huge pile of treasure and magic iterns te show for their 


effarts. Nat bad for a couple of days wark! 


USING THIS ADVENTURE 


Morgen Keep ms a sample acverture, a guideline for 
those af you who have never designed dungeons of 
Your own before. It has an outdoor area, an under- 
around level, and a deep cave complex with running 
jand dangerous) water, 

You can alse custamnize the monsters there, depend- 
Ingoan how tough your player characters are. If theyre 
just starting out as |st-level characters, Lhe standard list 
af rransters should be plenty for them to handle. 

On the other hand, if your heroes already have sore 
experience, you can punch things up a bit, using one of 
the alternative monster lists, or even make up one of 
your awn! Nothing says that the sare characters cant 
eome back ta the same ruined tower again and again, 
each time facing the newer, tougher monsters that have 
mover in since last tune (and maybe land a few mew 
traps of their own toa}, 

Ta run this adventure, you'll want a copy of the Play 
ers Qandbook and the Quaceay Masters Guide, Beyond 
that, its up to your imagination, and the courage and 
abalities of the players’ characters. Gre them a tough 
battle, but make sure im pays off in the end! 


Reading the Monster Lists 

Phe letter corresponds to a location on the DM's map. 
The letter may have a number if more thar one mon- 
sler is there. Por example, two bloodhawks can be 
found on Level | in each location marked "2A." 

The first name given is the exact name of the crea- 
ture encountered. The name in parentheses is the mon- 
ster Dyee under which the creature is detailed in 
Chapter Five. 


M@®RGEN KEEP 


LEVEL ®NE: THE RUINED KEEP 


Thraugh a dark woods lie the ruins of an ancient 
keep. Local rumors say that a calacaornb beneath the 
keep contains long-lost treasures—but diabolical 
monsters have lately infested the ruins. The treas- 
ures might still be safe, but certaunly mot for och 
longer. 


A winding, half-forgetten road leads to the gate of 
the keep. Old shattered walls of stone poke out af the 
tree cover. A fallen oak provides cover at a berd in the 
road. and piles of loose rubble give testarment to the 
decrepit state ot the place. A creaky plank connects all 
that remains ofthe keeps wantchtowers. Inside, the rub 
ble of the collapsed ceiling fills the corners, and a crum 
bling stairway leads down into darkness. 


Special Areas (See Map |) 

In the torest are Gloodhawks (24 — 2 Bloodhiasks). 
They ignere anyone on the read or in the keep. They 
attack only if sameone goes inte the woods and 
approaches within 20 feet of them, 

The Carrupt Rogues on the bowers can be reached 
anly by climbing the wall (unless the adventurers have 
same means of flying). A crude ladder leads up to the 
eastern tower, and an old but sturdy plank connects the 
PAA overs. Climbing the wall requires a check (DC 
15); elimbme the ladder is OC 10. Crossing the plank 
requires a Balance check (Dex DC 10: PCs can “take 
I to cross it cautiously and safely unless theyre being 
attacked). The Dark Hunter and Vile Hunter on the - 
towers TAIN arrows down on anyone who approaches 
their posi tiaris. 


Monsters (for PCs levels 1-2) 
Ay Poul Grow (Bloodhawk) 

B: Dark Hunter (Corrupt Rogue) 
C: Vile Hunter (Corrupt Rogue) 


Nightmare Level Monsters (PCs level 3-4) 
Ac Cloud Stalker (Bat Dernon) 

B: Warped One (Fallen One) 

C: “Warped” Shaman (Fallen One Shaman) 


Hell Level Monsters (PC level 5-4) 
Ac Winged Dernon (Gargoyle) 

B: Flesh Hunter (Corrupt Rogue) 

C: Moon Clan (Goatman) 
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LEVEL TW: THE CATAC@ITIBS 


oh crumbling staircase leads down from the rumed 
keep to dark vaults lit-only by torches and: gandles. 
Reinforced wooden doors clase off many musty 
areas, and in olker places, won bars se parace rooms 
with locked gates. Scattered among the reums are 
chests, barrels, and sarcophagt filled with ancient 
treasures or sleeping dangers. 


Quests 


In a bookcase in the library in the center of the cata- 
combs, the ancient diary of the keeps long-dead long 
tells of a secret passage leading out of the keep. 


"In times of danger, the faithful well leads through 
caverns old to safety in the forest beyond. But | 
worry what will happen should our ancestral casth 
fall inte evil hands. | pray that should that happen, 
brave heroes will quest into the caverns and retrieve 
my grandfather's mystic weapon, Siegehammer, amd 
use it for the cause of good,” 


additional ania 
hands of the 


Undertaking this quest is worth 
and puts a powerful weapon into the 
heroes (see Level Thrise: The Caves.) 


> Ebete dl 


) Tints 


Special Areas (See Map 2) 

Also in the library are two other books: one bearing 
the necromancer spell weaken, the other a sarcer- 
ess's book with the spell:ce blast. (Alternately, if the 
party is higher level, the spells found could be bfoad! 
golem and flame wove, or for even higher level 
groups, confusion and gracter magic weap. | 

Just south of the library is an ancient shrine. The 
first adventurer ta pray at this shrine hears a heaven- 
ly voice say: “hy wounds be healed, thy spirit be 
strong." 

Thereafter, each adventurer who prays at the 
shrime regains all Jost damage and cast spells—this 
works only once for each player character. 

In the southwest corner of the calaccimnbs, a secret 
@oor hides the castle's ancient treasure store. Finding 
the secret door requires a Search check (DC 18). 

Pmally, in the northeast carner of the calacombs 
bes the wel! spoken of in the diary from the library. It 
@escends 20 feet down inte running water, Climbing 
Gown requires a Climb check (DC 15). Once charac- 
ters are in the water, they need to use the Swinn skill 
fo @eal with the deep, fast-flowing curren Lins 
check is covered in the next section. The stream 
beads to the underground caves of Level Three. 


Monsters (PC level J—2) 

: Scavenger (Scavenger) Ci b 
Plague Eater (Scavernwer) atacom § 
Skeleton (Skeletor) 
Fiend (Bat Deron) 
Zombie (Zombie) 
Returned (Skeleton) 
> Bone Warrior (Skeleton) 
H: Burning Dead (Skeletor) 


bi 





TO) 
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er Ses 
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Nightmare Level Monsters 
(PC level 3-4) 
‘Acul Geast (Acid Beast) 


Poison Spitter (Acid Keast] 


v i} ‘ ay 
ee eae eet | “gua a. cette 


Coen 


et Sie ei Side Ba) 


o 


{: Horror (Skeleton) 

D: Gloom Bat (Bat Dera) 
E: Black Death (Zarnbie) 

F: Burrung Dead (Skeleton) 
i: Banished (Vampire) 

H: Ghast (Wraith) 


ae 


Hell Level Monsters 

(PC level 5-6) 

A: Flame Spider (Spider) 

B: Spider Magus (Spider! 

(2: Hell Aorror (Skeleton) 

D: Dark Familiar (Bat Dernart) 
E: Plague Bearer (Zombie) 

P: Sight Lord (Varnpire} 

G: Dark Lord (Vampire) 

A: Dark Shape (Wraith) 


Veli ap. EEA a be ‘ Li 
, " 


ea Cae 
. feat oy ie 7 


Unique Magic ltems 

Although the weapon Siegeharnrmner is 
mentwned ina book on this level. it is One Square = 5 Feet 
in the caves on Level Three 
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LEVEL THREE: THE CAVES 


At the bottom of the well in the level above is an 
underground river. There is just encagh roorecter 
sommeane to keep their beac above the water here 


Breathing here isnt a problem. However. the current is 
fasc aud charac Litrs cane Lumach loco Learn. 

Getting from the well shaft of Level Tava ta the 
northeast cave on Level Three requires a Swun check 
(DO 15 —rermember to apply penalties for armor). Suc- 
cess Means a character can floar along and leave the 
nver at will. Failure rears the character takes 1Id3 
oats Of subdual darmage and must make an immediate 
second check or start to drawn (requires Comsutution 
checks, see the Goworoy MasToss Gurde section on 
Water Dangers), The characters reach the northeast- 
arn cave aren 2 rounds after talling inte the rrver, The 
current carries Uhern across the charmber in 2 rounds, 
and through the tumnel inta the lake in 2 more. The lake 
here is calm enough Le disperse the forme of the cur- 
its flaw to the south 1s gentle, 


ia | 
F 


ren. 


3 


<a 


= Ria, 
ede Ir 


ans 


Quests 

No new quests begin here—ar least, unless you want 
ene ta! In the westernmost chamber of the cave system 
lies dhe long-forgotten riagic weapon, Siegehonimer. 
See ° Lingua Magic Teer Ts, : below, fear Trhhore inthoreries LHT] 
on this wordrous treasure. 


Special Areas (See Map 3) 

In the caves, moisture collects on the walls and floors— 
a persistent dripping can be heard. Here and there are 
or gales, and rolling woodert brid gets Bu Lhe wreater 
where necessary. The only illurnination is whatever the 
acdventurers bring with them. 

The only unusual areas here are the underground 
river and lake. Clrossing either bridge is easy, bur ifimore 
than one character trigs wo cross at a time, the bridge 
collapses, sending the characters inte the water below. 

Negonanng the walter takes a Swirn check. Every 
where north of the lake. the DC ws 15. [m the under- 
ground lake, the water is considerably calmer (DC ID}; 
again, remember ta aoply armor penalties. 


PMlonsters (PC level 2-3) 
A: Fiend (Bat Demon) 
: Gloom Bat (Bat Demon) 
> Arach (Spider) aes 
> Arach (Spider) 
: Fallen Qne (Fallen One} 30 ft.; AC 2 
Carver (Fallen One) ize); AK +16) 
(: Fallen One Shaman 
(Fallen One) 

H: Dark Stalker (Corrupt Reaque} 
I: Misshapen (Tainted) 
J: Devilkin (Fallen One} 

Fu Misshapen (Tainted) 

Ke: Crushskull, a unique demon 
L: Warped One (Fallen One) 


aT 


Nightmare Level Monsters 
(PC level 4—5) 
: Gloom Bat (Bat Demon) 
> Blink Bar (Bat Demon) 
> Arach (Spider) 
: Blood Diver (Bat Deron) 
Soul Killer (Fallen One) 
: Warped One (Fallen One) 
: Warped One Shaman 
(Fallen One) 
Al: Black Rogue (Corrupt Regue) 
I; Moon Clan (Goatriar) 
J: Moon Clan (Goetriart) 
K: Moon Clan (Goatman) 
K-: Crushskull, a unique denon 
L: Distigured (Tainted) 


> GO “te 


Tet A 


Civ Mm 


Hell Level Monsters 

(PC level G7) 

A: Poon Spinner (Spider) 

B: Alame Spader (Spider) 

Co: Salamander (Claw Viper) 
D: Blood Clan (Goatman) 

E: Distiqured (Tainted) 

F: Vairitecdl ( Tairvtesd) 

G: Moon Clan (Goatriart) 

H: Spider Magus (Spicer) 

I: Hell Horror (Skeleton) 

J: Winged Demon (Garaoyle) 
Ri: Gargovle (Gargoyle) 

wt: Crushskull, a unique demon 
L: Wraith (Wrraith} 


or 


G4 


Crushskull the Demon: Lars 
r (Lawful 


HID la + 24; hy 





Unique Monsters 

Standing just outside the 
entrance ta the chamber where- 
in Siegehammer wails is Crush 
skull, a demon (see map, K-). 
Crushskull has been sent te 
guard Siepehammer until more 
powerful demons arrive to 
destroy it. He does not leave the 
enclosed area. If he thinks he is 
overmatched, he withdraws to 
the back charnber. From there, 
he sends oul the hwo monsters in 
the cave (Fallen Ones—for high- 
er level characters, Tainted or 
Wreaths], while he labs jiredazlls 
fram behind his servarits. 


Unique Magic Item: 
Siegehammer 

The ancestral weapon of the 
family that once lived here, this 
large warhammer has two magic 
abilrties. 

First, it has a +2 attack and 
damage bonus, which increases 
to +3 against undead or dernan- 
ic creatures. Second, Siegehammer is designed Lic 
open doors: whenever it is used to bash open a docr, 
add a +5 enhancement bonus the wielder's 
Strenath check. 
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Completing the Quest 

Successfully compleung the quest to retrieve Siege- 
hammer is worth an additional 1,000 expenence pots 


to the entire party. Siegehammer is werth 4,000 gp mt 
the heroes elect to sell it at any time. 
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SMITE THE MINIONS OF EVIL! 


Forget courtly intrigue—this is about stabbing straight into the heart of Evil! 


B ased on the popular computer game by Blizzard Entertainment, 
Diabla Il: Diablerie recreates the world of DIABLO using the 
DUNGEONS & DRAGONS® roleplaying game system. 










Between Diablo Il: Diableric and the DUNGEONS & DRAGONS” 
Player's Handbook, you have all the information you need 
to play your favorite computer game world: 


» Astep-by-step guide to creating Amazons, Barbarians, 
Paladins, Necromancers, and Sorceresses! 
e 


» A complete list of weapons and gear! 
» Loads of DIABLO II spells and magic items! 


» Enough monsters for adventure after 
thrilling adventure! 


» A ready-to-run adventure with three 
different lists of monsters! 


Why are you slill looking at the back cover? 

You can't free the land from the clutches of an 
ancient evil by browsing! Get in there and 
grab some gold and glory! 


Visit our website at www.wizards.com/dnd 





| | www.blizzard.com i 


